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A Word From The Designers 

The War in Vieimim dominaied Amenoin life mihc [Jiic 1 960% and earl> ]97(fe. li wasm 
the nf wspBpcTh, m uurLUnvcndiionsHon TV, and m our ihoughis. 'Hie War Ehiiped nalitmal 
poliDa, creaicd fl "generation gap", and conlribiJied migh[il^ to ihe emejgence of ihe 
"counier-culiure." Not since the Civil War had Ameiica ^uflered frcim ^nch deep divisions, 
and hupeTullyiE wiU beat leasEas long before i( ii(.KS again. 

For a dftadc after ihe War ended, most A mencmvi turned their backs on ii, pri^ferring 
to forget :he painful episode ss bc^t they couJd. This respoasi: was natural and perhaps 
necessarv, but it will baxtme dangeroui if it goson too long. Just as Amcma has finally 
begun lo embrace the veieraoi of Ihe War, U must begin to take stock of the lessons of 
[he War. Many books and arucles debating the political issues appeared dunng the War. 
and a good many firil-peraon aaBunts were wntien hy soldieii and junior olTiceis in ihc 
deeade after Lt ended Relatively few works addressing the miliiiiry aspects of iheWnr have 
been published, however iL i*. not easy to learn how :he War was fought, or why it waj^ 
fuughi Si it was. 

TriidiuonaJty, ^udi a gap would have invtted a book. However, the power of :he 
personal computer now makes it possible for us to offer a diffeTeni approach: a serie?. ctf 
leal'lime simulations in whk:h you lake command of one of the opptwrng urmies. Each 
simulation Jttart^ with the contending forces at their hisiiiiital strengths and m their historical 
deployments, but from then on your deoMions determine the toursc of the battle While 
you play^ you will gjiin insighi mtn [he strengths and weaknemfs of the oppising uvmies,. 
and you will come to understand whv ihev fought as thev did. If you work at (E, vou mav 
even come up wiih some impr ovemenLs o\er the histoncal laclie>i- 

All this said, we also believe that CONFXJCT IN VIETNAM lontains a set of exciting 
and challenging games that wdl engross you for many hour?. EJesigning them was a 
tremendoiLsty rewanling pri>cc& for us, and we are confident that whether you play tit 
grapple with new stiate^ challenges or to gam new insighia mio hLSior%, vou will find 
CONmCTINVIETNAMtobeaumquelvsausfvineexperience ^ - . 

QUICK START ^ ^^^y^^ 

Quick Start for Beginners 

Read the liiading in'itruciionfi for yiiur computer Initial IXploymenu pg, 5). Turn 
to Dicn Rien Phu in die "Battle Bnefings" Ipg. 40l and play through the tuioriaLs. While 
doing this refer to iheehans and tables m the tenter insert and begin tofamiliariTe youn^-lf 
with "The Basics of CEimmand" setlion tpgs \\-\'^\. Before sianir^ again, study "The 
BaiicsofCommand^earefidlyand glance over "The .An of Corn mund in Vietnam'" 

Don't trj' lo learn the w hole manual before you play, and don't be disijouraged if yim 
miss some of the finer pointi at first CONFLICT [\ VIETNAM is designed to be a 
chdllengmg form of entenamment.and you will find that your pa uence will be rewarded. 

Quick Start for Experienced Commanders 

If you're familiar with odier military history simulations, but are new to MicroPn.6e's 
"Command Series", First read the loading utstruciions for vour computer. Next read the 
"The Basics of Command" .secuonfpgs. 1 1-19) for a qutek insight into thegame. Following 
ihH[.l,X)li through die"BattleBrcrmg>"(pp,,.17'39)and select ihevanant. 

Jfyou're familiar with other Command Sencs products, read the loading insuuuions 
for your computer, glance over "Tlit Basics of Command" jpgs. 1 M 9 J section or the color 
centerfold insert do n:fre*h your memory of thi: cnrnmnndt), ^nd lh<?n rum to the "BaEcle 
Bnefing5"'(pgs.37-102)ioseleaagame. 
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INTRODUCTION 

WbEn the tlTuied Siatrs iniervened in Vjcijuim, mnv Amehcans expected ii ici be likt 
Woild \^^^TI. U wasn't CONFl-ICT fN VIETNAM putijT?*^ m the shoo and choppers 
ofihe baiUdidd comma rden so vou can experience for voiiraelf how the war WASfoughi- 
fts ^v'egHinesrecTeaie five of Ihe war's decisive baClles. They challenge your slraiegu: ihinSdng 
while ihcy increase yoikr undcf^ianding of guorilla wbt^ and coimter-insuigency 
□peraboTu. 

The fiisi simulalioiL PRELUDE: DIEN BIEN PHU. 19H recieaie!; die dedavc battle 
between Ho Chi Minh's guernlla army aitd the French colonial army. Thi^ baille ended 
France^s colonial rule and sei EhE ^uge for American invoWemenL Hie ^imiJarion a 
^ort itiltuducUfin to CONn_[CT IN VIETN AM'S game system. The game also includes 
a "whai-iT vanani in which you can &id out if the French could have won if America had 
come \o Lhe nacue. 

INTO THE VALLEY: lA DRANGh 1 965 sinmlaics the fim baiUe between lhe North 
VietnameK army and Amerks's airmobile Firsi Cavalry Division. Toially reliani on heU- 
copKis for transport, Uie First Cav leapfrogficd inland and up ihe la Drang, valley lo a 
resoLuiding vidary. Li demonstraled the revoluiionarv impaci of the helicopleron counter- 
insurgency operalioiVi, The game includes variants EhaE allow you lo explore ihe relauve 
e^ectiveneffi of other forces lhe Americans could have deploved: light infantrv and 
armc^red cavalry , 

After la Drang, the Americans slowly ground down the Communist forces, leading 
North Vietnam's leadership to make a desperate grab for decisive victory. THE TIDE 
TURNS: KHE SANH, I96K simulaieA a cmcial battle in this pivotal camjuign, the 
watershed in American invoJvemenL The game includes a number of varianf^ that enable 
yon to iry oui different North Viemamese sirategie:^, including a variant randomizer option 
[hat con&onLs the US player with a rartdomly a:lected strategy. 

As American forces withdrew m 1969 and 1970. the North Vietnamese army hovered 
in its ^nauaries across Che Cambodian border, waiting for an auspicious momeni to stnke. 
In Mqv of 1970, the Americans and South Vietname^ launched a series of attacks against 
these base areas. EMPTY nSHHOOK. CAMBODIA. 1970 recreaics the incursion into the 
"'Fishhook" rt^on of Cambodkft The operation was a typical search-arid -destroy mission, 
but one with the prospect of a cntical victory. Like KHE SANH this game aLso includes 
a number of variants coniaming different deployments, and a variani randomizer. 

After American troops withdrew, the North Vietnamese renewed their a-ss^ault nn the 
South, RRST CEIACKS: QUANG TRl, 1 972, recreates dieir attack across the DemiLiarized 
Zone into South Vieinam's nmnhemmosc province. Led by tanks and supported bv hea^ y 
artillery, the North Vietnamese stormed dirough the South's border defetLses and pressed 
on toward the province's capial, QuangTn Citv. Thesliuggle for QuangTri revealed weak- 
nesses in the ARVN that would prove fatal three years later. Die game's two vananLs enable 
you to recreate the Rnt desperate week of the btiakrieg or Che entire battle lo the fall 
of Quang Tri. 

These simulalions can be played as individual games or as a sencs i>f connected scenanos 
in conjunction with the "Battle Briefings'^ section of this manual. Each ''Gnefing" conuiins 
historical background, a discussion of the actual battle, and all information needed for each 
varianL The games are in chronologfcal order and the historical sections connect so 
CONFLICT [N VIETNAM conveyi an overview of the War from Dien Bien Phu ti^ the 
BUI of the South Whether you want to play J challenging game or experience a series of 
historical smulations^yourahcon lime machine awaiLsl 
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LOADING ON 
ATARI 800/XL/XE COMPUTERS 



"Riis version caan be pbyed an an Alari 400, 600Xl_ 800, SOOXU 1 200XL or 1 30XE. The 
machine mifii I have ai jea.si4SK and a di^tnlnve. A joystick topiional, bui recommcTidtd. 

Loading 

I Turn offffytmrcompuicr and remove ah carliidgeE. [f you have jjo^'^ck, plug iiinlo 

2. MakcsuunrllicmaiuEor(DTTV)BDdcii5kdnveareiiimedoii 

3. Doyf}unneeditifontkifadiskiosovega'rur5?Ifso.doi/iainaiv. 
4r [nstiihne game disk and daw ihe drive dorx 

5. Turn on n your compjicr. The gamc'load^auiDiTiRiicallv 
Wicn ii is loadded you will see [he Lile screen wiihji a;rolhngmircKliicUDn. Press [he START 
if you want lo .i skip iheinLrodLiciioTi. Nexi enier ihc operaUonal day code v.hen piDmpied. 
Acorredcodeeailtiws^ouiostto rhtgamc. ^jirian[.aiid play options fsec below). 

Preparing a E BUnb Disk for Saving Games 

Imporunni: To save a game, you muM havy a separate formciiicd disk ready BEFORE 
yob lo&d [he ga;ame dek. We suggest vou formal a disk before vou begin plav. Once fonnaiifd 
this disk can he e letiJ losn ve any Micn'Priise Command Senes game. 

To fofmal 1 a disk- load yaur DOS disk in[o the computer foJtow the loading insEnicTion*i 
above (steps 1,1 Z 4. 5), bul hold •k'V.i} ihcOPTlGN key after your mm on the computer. 

When dff : DOS menu appears, remove the DOS disk end insert a disk in[a the drive 
(WARMNG:! formating the disk nasfs everything on it!). Seleciihc "Format Disk" option 
from the menuu. Select single density if given a choice Thereafter folfow the irs[ri]i:lions 
fls they appear f on your iaren. 

LOADING ON 
CONVIMODORE C-64/C-128 COMPUTERS 

This version nreqmres a C-64 ur C-I2S with a disk dnve. A joystick k optional, hut 
rEU)m mended J. 

Loading 

1 . Attach I one joystick at Port "2. Do NOT leave a joyjitic'k in port fli [a jovsuck in 
ports I can scnramble vou? cortrols). 

2. Turn onn yojr disk drive. (WARNiNG: do not leave a disk in the drive when vou 
are turning youur computer off and un - yourdi'ik i^ould be damaged] ) 

3. Turn or»n your computer fif it's already on, remove any disks and canndges, turn it 
otf, then turn itil iin again). If you have a turn on the computer, then hold down ihe 
Commodore ktey while you press the reset button (next to theon-ofT switch). Tins places 
jl\a C-64 modde. 

4. Dt}younrii^loffirmaiadisklosaye]iames?/fsa.doihaittow. 

5. Insert thaegame disk and ulose the drive door. 
6 TvpeiheiC following" 

LOAD ""'.8 



6 



andpnwRF-TL'RN When ihewoTd'READVappeaROnlhescrccn, type the fnHowine: 

RUN 

U>atllng]ilke^ abiiut one full mmulc. 

^Tien Lhe pme kiudi vou will >ee the [itle screen with a scrolling intrcxJucLion. Press 
the F7 kev if vou Aanl to -ikip the miroduction. Nt'\t enter the operational day codi' when 
pionipted A canect code allows you lo "leleut the game, variant, and p!ay options 
j s<jc hi."low I 

PrfparingaBtank Disk For Saving Garner 

Important: To sa^e a game, you nm-il have a separate formatted disk ready BEFORE 
you load the garnedi^k. Wesug^f-it vou format a disk before you begin play. Once formatted 
thih disk can he used to save any Mu;roProse Command Series game. 

To lormal a disk, tiJTTi on y<hur computer and insert a disk m to the drive (WARNING; 
formating the Ji^k erases evervthing on it^) Then t>pethe following: 

OPEN 15, 8, 15, ■N:VIETNAM, 66" 

and prc« RETURN. In multiple dnve systems, type a zero (01 after [he N, The term 
"VIETNAM" isjust a disk name, while ""hfi" l^ a disk identification number. Actually, you 
can use any name and two-digit number lor vour dLsk 

The disk irn furmaited when the disk dnve is finished turning fit will take some timej. 
Then eidier type CLOSE 15 and press RETURN, or rcmo\e the disk and turn iftTihe 
computer. 

IXJADINGON 
APPLE Ile/Hc COMPUTERS 

ThiiVi;rMon tesjuiresan Apple 11* wi(h64K RAM, an Apple Meleiiher wi[h 64K or I2SK 
RAM), or an Apple [fc, Tlie computer must have APPLESOFT BASIC m ROM, a 
disk drise and the disk dnve controller in slot 6 on die He (iti normal positiiHi), A joystick 
IS optional. 

Loading 

1 . Turn off vour computer, 

2, Preis CAPS LOCK so [hat die key is locked DOWN. Caps lotk must be down 
Ton"" I throughout the game. 

3 livsen the game di'ik and close [he dnvediKn. 

4 Turn on vour computer. The&amcwillbootauiomaiicaHy 

NOTE: You can load when the machine is on by inserting the disk and presnirig 
Control-Open Apple-Reset on He or He. 

When the game loads you will see the title screen with a w;rollmg mtri.viuc[ion Press 
the RETURN key if you want to skip Ihc introduction. Vest enter die operational day u>de 
when prompted, A correct code allows you to select the game, vanant, and fJay optiorts 
(see below}. 

Preparing a Blank Disk for Saving Ganies 

Vou need not prepare di.sk.s in advance fot sa^ng gjimo iHi the Apple. Disk formatting 
and other preparation can occur within the simulation program, with appropriate prompts. 
HuwL-vci.y^ will need a blank □! ^pore Uiak LD save ^mci. 
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LOADING ON 
IBM PC COMPUTERS 

This, version requires an IBM PC. PC/XT, PC/ AT, PCjr, ur lOO'v tompaiibic vvilh 
328K RAM, a graphics Jii^taystTiiem fcoltir-graphics or enhanced graphia adapter in ihe 
PC. PC/XT or PC/AT), jnd fl dlik drive AjQ>^iic]i isopUonal. The enure game always 
iisesa^iingk floppy disk drive (dri\'e"' A", Ihe left hand drive ma lwc-dnve5>^icin), 

Leading 

t Turn off vaurcompuier 

2. Lnscn Ihcgamedifikand close ihc drive dcor. 

3. Turn on yoiu cumpuler. The game will boot uuiomaucally, 

NOTE. Vou can limd Ihc ^me when iht machine i:^ on hy inserting Ihe disk and 
pressing Ctrl-All-Del [ogeLher 

When Ihc ^ame loads you will see Ihe tide screen with a scroUinB inlroduciion Press the 
RETURN key if you warn to skip the miroduction. NeM enter [he opeiaiional day code 
when prompted. A corrcci uxle allows you tc wtect j saved game for conLinualion or lo 
gonnLoa new game by !ielecung the scenario, vanam.and play opoons( set below). 

ALL COMPUTERS: 
RELOADING A SAVED GAME 

Saved garner are recalled by using ihe normjl liiading pr,>cedjrcs (as ifii \ierene^^ |. Then 
onte play siarts press ' L" 10 load Ihe pri!Mou^lys;Jsed game See 'TJieBasicbol Command 
Controls"" on page 1 4 Ibr deiajls. 

ExcL-pft'fiL Thi: \ PC version givi^ you ihenpiion of refilling one of vour axL-d 
games before starling plav rmcr [heappmpnaielellerfor vourpreMoiisK'^iiU'dpFTie. 

OPERATIONAL "DAY" CODES ' 
important: 

.After the inlniJjolory ^treem, you mibl idenlify suiirt^'ll wwh ihc t-imtl ifptralknial 
uNJe ttord llie computer will J!»k Ibr ihecorrai operatiojul ci'Je for specific Jav. such 
as -EMSR OPERATIONAL CODE: D.AY T fijiv code kne^ appi'iiMhroughoui ihis 
manual, shoviing u Jav and ihu proper chicle respi>n.se, Find (he ho* wiih ihe ci>rrcci Jiiy. 
type the code word shovin. unJ pre*,*, rciurn. 

Far evjmpk if the day was 1, ihen day cikIc is "JEB STL'ARr. Tspi- TEHSTL ART 
md press RETURN. 



If yougiveihecorrcci ci-dc. you are allowed a full selection of options Hyougi^e the 
wrong code, you arc automaiically unsigned to Dien Bicn Phu, 1954 Thcfe vou can 
command commiinisi Viel Minh ir\\i[Ts loru shon pcnodofume 




BATTLES AND VARIANTS 

Choose Your Game 

CONFLfCT [N VIETNAM his/m-diffcront games: 

1 . Prdude; Dlen Bien Phu 1954 

2. Into the Valley: la Drang 1965 
1 The Tide Turns: KheSanh 1968 
A. Lmply Fl<ihhook: Cambodia I97D 
5. him Cracks: Quang Tri 1972 

I'res'i Ihe appro pnaie itgniber key lo selecl a game. 

Unlea you lire an e>:peiienced "Command Series" general, we suggest you play 
Dien Bien Phu 1954 as your fir^ game and folia* dke luiorial in the ftrei pan of die "Banle 
BnennEs" section. 

Simulaikin Variants 

Each (if the live games ha'i\ananis. Press the appfopnate number l(ey ti> sclecia vunanl 
Vanani fli is always a hisioncat situation. Other \anants are hlsioncal siiuauons widi 

differeTii lime spans, and/or illusiraie an hisloncal "'what iTr A compJete descripiion of 

each vQnani nppeari in Ihe "Batile Bnefings" for ihai game. 

Play Optioas 

There are opuorLs available each lime you play CONFLICT IN VIETNAM: 
Free World Command: Playei or Computer 
Commiuitti Command: Player or Compuier 
t ;iiH Display: Icons or Symbols 

Play Balance: -*CommumsL*CommurnsL Fair. ^Free Wiwld, or ^*Free World 
Speed: Slow, Medium or Fast 
ContTuUer: Keyboard i>r Joystick 
To move bclween oplions push ihejoysuck up or down, or use an appropriate key 
lOPTlON on Ihe Aiari, F3 and F5 on ihe Commodore: Up snd Down cuiwr keys on 
IBM PC. Apple Uf iir Apple Ik: "P"and keys on Apple 11' ) 

To change an option, press ihejov'stick fire bullon, or use an appnjpriate key (SELECT 
on (he Alan, HI on ihe Commodore, funcuon key Ron ihe IBM PC, or space bar any 
Apple !h 

Plaver/ Computer seis whtch forces the computer play^. and which foree? vou 
fiLs "player") command Note thai ii is pctssi hie lo play "compulei Vi computer" wiih you 
aia spectator, or to play against a fnend ("player player" » 

Linil Display set^ uniis lo appear eiihcr as graphic icoru or irlandard militaiv unit 
Icons ore recommended for beginning players. This chtutc can be changed 
during play. 

Plav Balance adjusisstrenirth n.'laiionships to favor either ihe Communists or the Free 
World. In addition, il adjusts how aggnx^sive and compeiitive a compuier-diiecied army 
will behave. 

When playing apunsi ihe computer, a novice should give his own side a * or 
advantage, while an experienced player may want to give ihc compuier's fonjts a ► or 
advaniage. Remember, as you play you gain experience, while die compuier sians fitsh 
each lime. Therefore, you will need to shift die balance in favor of the computer over 
repeated ptays. 

Speed adjusts the lime delay after messages. Slow and medium are recommended for 
hc^inner^. experienced playeri: usually prefer lasi 
CaolrijUer scltvl& keyboard orjoystick inpuir 
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DifTiciihy Level 

DifDtuhy Level cannoi be set independenlly, bul is ndjuBicd fluiomalically lo rellea ihc 
sellings for the Cominarikrs and the Play Balance. 
lupJayer ys. coTnpjiergames,tht difficullylL'%eLsare: 

IniroduCTurv (♦+ PLayer'b Side| This is Ihtf dcTauk level, and is rtcommended for 
bf^iming players 

InieniKdiale ( Player's Side) 

Hisionial [Even) This level a suggested for pbyeis inicrcsicd in Ihe hiiiorital 
experience 

Advanced (-i- Compuler'sSidc) 

Eipcrt Coinpuier's Side) 
Ai die end of pjjy, die evjliiaiion of itjc player's performflnLT will rellecL Lhc [JifficuiLy 
Level sdecled. A viciory achieved ai ihe Advanced oi Expen level will be rated higher [ban 
die Hme degree of vielory ai ihe introduaory or Iniermttiiaie leveJ. Tlic hisioncal level 
reprcsontA ihe balance obiained in re^hlv. 

On Ihe OPTION icreen Player vs. Player games are called Jwo Player Games ar>d 
Compuier Computer gamcN aic called Demonsiraiion Games regardlesi of lhc Play 
BalflTce wlmed. However, a\ ihe end of play, ihe haiulitap will he ntrted, arid the degree of 
viclory will be adjusied lo reflect it. jusl as in a sQlimiregame. 

To Begin Play 

Ona' yoii have sei [he game opu'on?;. play tan b^n. Press Ihe appropriate key for 
your compiiier 
Ai&n: START 
Commtidore' F7 
Apple: RETURN 
[BM RETURN 




OVERVIEW 



Tliis section provides a quick overview la help jou read The screen ar>d mawer [he giimc 
controls. 

Hk TuloruJ: [f you arc new lo Command Series gsmcs, you may wish loleam using 
H luiorial found in the Dieit Bisn Phu f^ams in the Battle BrieGi^ sectton, siarting on 
pQgt: 40, Ae yoj play through ihe iLUoria], refer hack lo [hii secdun Tor addcDoniil help. 

Siuniiury of Play: Ici gcr^ciaL you play by mu^mg Lhe cur5Qr around the map scrwn 
ID eicamine u-oops and terniin, and to laue orders. Your urdeia to uniii tan eiOier include 
a ^pedEc objective^ or lave oljecQves lo the discretion of the "compun^ri^al" luiil 
commander. You then 'A-aich your units move inio acuon and olserve where enemy units 
appear, attack and retreat. As the batde develops vuu'll coudnuc to check the situation 
and issue new vjikts. 

Your goal is lo perfomi well as a fionctal. Vflrious locauons are aaigned "victory 
poinE", lepresenung their valiie to your supenofs. However, ai in the real war, the key 
n)Kt£ureofyours-mxessLsho\v manyeasualtie^ you inflict compared to the losses you suffer, 

THE SCREEN 

niis -ieciion descn"bs what you see on ihe 'lao.n display. The game icreenis spin into two 
major areas. The text and mespage area isabove, whQe below a military mapshi?w<T lerram 
and troop posiuorts. 

Typically players move the cursor (with jovsiick or the keyboard), and then prca the 
hre button or space bar lo examine ihe unil framed by the cursor. 
The Map 

Nole: The scteen colors on some computer versions are designed for easv change leing 
jusi your TV or monitor coior coninab. Feel free lo experiment utiul you find a combination 
tiuited to vour tasur. 
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Terrain: The map usc^ an invisible hex grid to regulate the position and movement of 
umis. rJoiall terrain features are pre.'ient in each game. See the centcrfoid Lnscn for a tleiailed 
map key. 

L'iii1&: Youi unils are always visible. Enemy units are visible only when your uniLshave 
spotted and/or contacted ihem. Each nauonaliiy ha.sa unique cdor: Red for Communist, 
Blue for USA, Black for French or ARVN. (Exceptions: Apple [l version without double- 
his-res graphics uses Purple for all Free World tioops; wme IBM PC venisons have differenl 
ooloi^ ) 

Curson You can move this open rectangular frame around the screen, hex by hen 
(scf "The Controbj" below for details). Enformaikw and orders relate to the hex and unit 
framed bv the cursor. 

Ohiectivp icons symbolize the obiective of your unit's movcmenl or attack. Objective 
iLDR'i ^Tirv With indis id ual computer models. 

Attack icons appear on unit^ dunng lhe game to symboli^ce ground, artillery and air 

fl[tacksa.sthev occur. 

Other kons include symbds for units whidi reached their objective, contacted Ihe 
tncmy , sulTercd Such heavy losses thcy cease attacking, are retreaung. or are without supplies, 

Jnt & Message Area 

^'hencver you move the cuisoT oni[> one of vour uniis or a "known" enemy uniLand 
then press the fire button (or space bar on the keyboard), a test mesiiage appears describing 
information about thai unit 

[n addition, reports and informauon appear in this area o?i your troops encounter tnemy 
IbreRandHght battles 

WHO = Unit ^Bme, Strength & EquLpmenl. and Supply: T^is area identilies thtr 
unit, gives ifi current strength, and Jihows how manv "Basic Loads" of supply are available 
(see supply and logistics foi deiaiLi*). Les information appean^ fo! enemy units 

FORM =■ Current Formation: A unil may be m one of six formations, UniU auto- 
maiicahy adorn formaliorus appropnate to their ordei^. You can understand your troops' 
capabilities better bv observing their forEnaiioa*i: 

Mobik: A rapid movement formation with poor combat capaNlily, Airmobile 
unit^ iiavdiing by helicopter also u;* this formaiiori. 

Deployed: A peneral- purpose formation for movement and combat. 
Defense: A formauonfor repulsing enemy atl^ck^. 
Entrenched: A i^onger type of defense 
Fortified: A ver> Mrong type of defense. 

Garrison; Forufied and immobile - unii igmves all orders to move or attack, 
EXP - linii Experience: There are five grades of unit expenence, ranging from Raw 
(the worst), io Green. Veteran. Crack, and Elite (the bat). Unit expenenct can change 
slowly dunng a game 

F-FF = Unh Effeiztiveness: Tliis rates how "freih" or 'Tired" the troops are, and can 
change nipidly Maximum effectivenessL*) 100%. whOeunit5Bi30'*orfcs5 usually dianiegraie 
if brought to battle. 

ORDR= Action Orders: This indicates the current orders to the unil. There are four 
orders options; 

Move: The unit moves 10 a new position. Hie objective icon on the map shows its 
desunaQun, Unils with helicopter transport uulomalicaHy use them as appropriate. 

Allele TEie unil is attacking cubci a ^ipnilii uriijiiii ubjn.LivL~ !ihown on ihc map 
by iheobjeclive ic^in, or targets of opportunity (if under "local command"). 
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DeTendt Tht unil will defend cilher i spedfic icrrain objective (shown by the 
objcctivu iconXoiQ nearby aFEa or gn>ind (ifundcr^lotBl command"" J. 

Reserve: The unit is miing and regainine strength either in place (if under "loca] 
LOmmand") or at n speatied location (shown bv the objective KXin I 

Mesase Sirip ("lime, WeBlher, etc-t: WhiJe ihe gome g running in "accefcrjilcd 
real time" ihc cuircm Ume, date and weather appears. When the game is hailed for some 
special BUtion or uiiliiy nn appropriaie message appearii. 

THE CONTROLS 

hi CONFUCT IN VIETNAM you arc a gencffll commanding Free World or Coramunisl 
forces. To direct your forces, move Ihc tuisor across ihe map onto a unit This allowi you 
losee uifbrmaiian and issue orders to dial umt. 

Spedal for Apple II Conlrok: Be sure dw CAf*S LOCK, key e down Ooriied). Youi 
keybiiani an Hub, may noi wort oiherwt*^^. 

FreedngPtay 

F key - Freeze the Qack: Nomially Ihe game rum in "aixeleraied real uitk" (ihe clock 
a consianily ucking awayj, Presing -p slop^^ ihe deck. aUowing vou lo e)Lainine units and 
ten^n, and/ or laue onJers m a leisurely fajihion. f^Tes '"F' again lo rtstan ihe dock. 

Helpful Hini: When fin,l laming the game, freeze Hand then OLplon: the other con [robn 
white lejirning how to jAiy. Un-freei'e the gameio waich what happens. 

Moving thaCur^ 

Move the frame cur«r around ihe map k> inspect lerrain ^Giiures or rfleci a unit. If (he 
cursor rtathes ibe edge of ihe map, ihe map auiomatiuilly scrolls lai appn^tei lo show 
odier pons of the bflilk&:ki. 

Joyslidt Curw Control: Move the joysaA lo move Ihe cuRor. When ihe curaof frnme 
a umL prefe the lire button to "select" that unit InformaikMi about the unit appears at die inp 
of Ihe screen. 

Keybowtl Cunor ConlroJ: 
C-64/C-l2a; Use the CRSR keys to move downwanJ or righiward. Hold down 
SHIFT with the appfupnaie CRSR key move (he cursor upward or leftward. To move 
U>c cursor faster press for up, ' fot down. for left, and for right. 
APPLE He 01 lie. Use tijccursoEarowkcys. 

APPLE II*. Use the arrow Itevi for left and right movement. Press "P" for upward 
movement and ";" for down ward movement. 

IBM PC: Use the four-direcuon arrow keys. To move the cursor faster hold down 
SHIFT while using these keys. 

Atari 800/XL/XE; U^e the white-framed arrow keys near the RETURN key. 
To move ihecupior faster hold down CONTROL while using these keys, 

W lity = Who hi Reporting?: When a unit reporLs to you a message Jppears at ihe 
top of the screim. Press "W" to move the cursnrinstaiiily unto thai unit. 

InFomutlion ai the Cursor 

pn-e Bultan or Space Bar - tJnil [rtformadon^ Lf die cursor is framing a imu, presiing 
die fne buiton (on the joysuckt or the spacebar (on the keyboard) displays information 
about ihflt uniu 

G key = Grneral Comnurndbig Ihe Ural I not available m Alan SOO/XL/XE versions): 
[flhe cursor is finmmEii unit, pressing theOkfv shows die name of d>e general commanding 
d>em along wilti infomiaiion about the skill of die geneial and his staff. 
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C key = Cily Information: If the cursor frames a dty (ot lown or village) or victory 
points hes, pressing diis key displays the name and specilic victory points value. If cities 
are "hidden" underneath unii.'i vou can Bnd diem by pressing the "T" key (see below). 

How lo Issue Orders - Using the Keyboard 

To asue onlers use the following procedure: 

\. Fold Ibe Ural' Move the cursor onto your uniL 

2. Select Ordem Press the A. D, M or R key lo select an order (see die tist of unit 
orders below) 

3. Select Objeeiive or Local Command; Decide whether you wish to specify an 
obieciive, or let die unit select iis o wn objcclivc (operate under "lotal command"). 

3a. Load Command: Local command ls ihe default. To ensure dial untis operate 
under local command, move the cursor over Ihe unit and pres the space bar 

3b. Oliiective: Move die cursor onio die ubjocuveand press the "H" key. 

How lo Issue Orders - Using a Joystick 

To issLie ordeni use the following procedure: 

1. Find Ihe Uidl; Move die cursor onto your unit. 

2. Display Info: Pres the fire button, which displays mformalion about die uniL 

3. Select Ordeis: Picw the fire button, whtch displays a menu of possible ordciSr 
Move lhe]oysuck to highlight the order you wanL then press the joysuck bunon to select 
that order 

4. Select Otijective or Local Command: Decide whelhei you wish lo spedfy an 
obfeciive, or let ihe unit selcci il^ own objective {operate under "local command"). 

4a. Local Command: Local command is the default. To ensure lhal imiK operate 
under local command, leave Lhc cursor over the unit and press the firebution. 

4b, Ohjeciive: Use the joystick to move die cursor to die ohjecuve he*, tf the 
objecuve is unoccupied ground, one press of ihe fire button sets ihe objective. If ihe objective 
liixcupicd by an enemy jrai, the first press dtsplays information about the enemy and the 
second press sets the objeclivCr If the obfective is occupied by one of your own lUiiLSn you 
must use the "H" keyboard command to «i Ihe obfecnve (see above}. With an Apple 
joystick, you can use the SECOND fire bullon to designate the objective in all casa 

UnH Orders 

Oniers t^an be isiiued either by joystick, or keyboard, ot a combination of die two. 
Below Ls a List of possible orders and keyboard e^iuivnlents: 

A key = Attack Order: The unit adopts de^rioyed formation and aiiaL;:k.s to gam a 
terrain objective (ifan objective is specified), or a nearby enemy (if under local command). 

D key = Defend Order: The unit adopts defense formation and mcives ciQier to a 
specific place {if an oh|ecuve ls specified), nr lo bcirt nearby ground (if under local command). 

WARNING; A unit mav move (m defense formation I to a new location and defetid 
that if under local cornmand — the unit commander sdecTs his ground. If you want to 
dcfenda pamcular place you MirST specify (hat place as the unit's objective. 

M key " Move Order: The unit adopLs mobile formation and moves lo the specified 
location. If no locauon is speafied the unit remains lu place m mobile formation — units 
ordered to move with "local command" will remain in place 

R key - Reserve Order The unit adopts an appropriate forrnaHon, moves to the 
specified location, and remains there rt^aimng strength and effectivenes. While moving 
reserve units use mobile formation. Once at iheir objective they adopt defense formation, 
Uiuis under "local command" ^oinio reserve at ihcir currenl locautin. 

Helpful Hinr Umts won't react ifLstandy Units involved in batde and/or at low 
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effecu venras take cxpvdaQy long Lo respond. 

Unil Orders Obieclive 

To asHgn an objetlive, fiisi \^us an order, ihen move the cursor lo The objetiive und 
press the "H" key or thejoysuck fire hullon. To avoid asigriing an obiec[]ve[i£.,leavingih[: 
unii under local a]nirol)be^adiflerfni command. 

H key = Here tspedfics objecave): Move the curwr lo ihe objecuve localion, Ihcn 
pnss Ihc "H" key. Thai locauon becomiH [he unit^ objective. Noic thdl only locauorti tan 
bcohjccuvtt, nol LiTicmy units. 

Pire Button = Here (specifies obieclivel: Move ihe cursor lo the objecnve location 
and pruss Ihe fiic; button. 

When using ihc Titc hunon lo specify an empty hex taliDn as the of^cclivc, pres it 
once. When using it to specif' an enemy tinil, press ii twice fthc titsl lime displays infor- 
mauon about the tncmy^ the second confirms the nhjcclive). The fire button cannot be 
used lospeofyan objective occupied by one of your own units finduding the unit receiving 
the orders). You musl use Uie "H" key in diis atuation. 

General UiTormation 

T key - Terrain Toggle: Pressing "T" shows the tenain beneath tiniii (by making the 
units mvisible). Premng the key again makeh them reappear 

U key = Unil Icons/ Symbols Togglei Prosing "U" changes the unit graphics from 
icons (small picture-,) to standard mil ilary map symbols, or vice versa 

Helpful Hint, Some icom are difficult in distinguish near cenam itrr-rin If you prefer 
playing with icoro, yoti moy wish u> toggle tosymbobbpernxiicallv to makestire you havtn'l 
ovcrliy^cd anyljoo[f 

7 key = CasuiUty & Viclory Stilus: Pressing (hdding the SHIFT key is usually 
irquin^l) displays the casualues of each side. Krrain Laptured^ and which ade cuircnily has 
the advunlage 

Spedal Utilities 

B key - Hash-Bach: Pressing "B" allows you lo timmine the situaTitin at midnighi 
up [o 15 days ago, day by day Then examine the options menu 3i ihe [op of the screen. 
[Tins uuliiy i-, nol available on early model Alan computers. Atari computers with less 
[ban 64K, nor Apple II computers with lew than 12SK) 

ht> = Change Player Roles: Press "Q" m change roles. Prasmg this key aLso 
rendersalltrix>ps temporarily invisible. Press "T io restore the Uoop^ tin [he screen. 

Phiyer v*i Compuler: Pressing "Q" freezes the game, temporarily hides all umts 
and switcha Ihe player-computer rnic For example, jf the player was formerly the Free 
World against a Communist computer, pressing this kt'y switches the player to the 
Comm unfit side, while the compuu^r lakea over the Free World- 
Player vs Player Prts*, "Q" w henever the other player needs lo lake his [urn ar the 
controls (see below for two- player game techniques) 

Computer vs Computer Press ' Q" lo change Ihe side begin displayed in a computer 
t-sAVmputeigame Vou cannot "takeover" from [he compuicr. 

> or * tey = Fastct ReaJlime £u&e ihe "f key on the C-64, use '">" on all olhcr 
machines) Each press mcieoNri Ihe game speed one level (from slow to medium, or 
medium lu fast) by shortening the delay afier messagcb. 

< or - key = Slower Realtime (use [he "-" key on Ihe C-G4, use "■<■■ on all other 
machinest: Each press slows the game vpeed ime tpvel (from fam to medium, or medium 
[odowl by increfl.4Jng [he delay after messages. 
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Saving and Reloading Ihe Game 

IMPORTANT: In all versions eioEepc [he Apple 11 you must have a fomnalted disk 
available. DO NOT atiempi lo save ai C'64 or Atari gome unless you have ai fonmlled 
disk in hand! 

Skey = Save Ihe Game: To save tihe game, pnss ihe key many limcdluring play. 
Remove yourgame disk and replace in with the disk lohold ihe saved game TTheneniera 
liUe for [he saved game The utie cam be tip lo eight (8^ characleis and numibers long. 
Do not use spaces or punctuation. 

When you save a gamu nolc: diis tlide. along with ihe game, variant and pliay balance 
levd on asepaniie.sheetofpaper for fuiiure reference. 

Kxcepiwn The IBM PC version da^es not require you tocnlcr a game Utie, Siimply enter 
one of the ietler^ shown on the screen. That automaticallv becomes the nanne of your 
saved game, 

L key = Load a Previoudy Sawed Gbihe: IMPORT.ANT; All Commiand Senes 
produtis use a special "reload dunng iplay" technique for continuing a liived ^ame You 
load a previous game a/fer you have started a new game. To reload a game, use th<e following 
procedure 

I Start bv loading ihe |ame disk mormallv. Enter the dav code when requiesled You 
must then .select the :»ame game and wansmt as the game pn,"vn<^usly saved, Yoiu tan pick 
dilTereni options {re., you can switch fmjm limited to full intelligence, and/t^ friom human 
to computer play) widi one exception; make surt- you specify the same play haJlancc levet 
as iht sa^ ed game 

2. After the new game sians. press tl he "L" key. Vou will tie prompted lomwirt your disk 
with Ihe saved game, type ihe name oif the saved game, and wait unul it Unishies loading 
Then remove ihesaved-game disk andiinsen your game disk agaia 

NOTE: Saved ^ames files on disk, record ihe game, variant and cenam plmy-balance 
informauon. but nol the other game Ofplions. This is why game, variant, and pliay-batance 
must be sd lo Ihe same when resiarting. while other options need not remain the saime. 

Excepnnri. The IBM PC version dloes not allow reloading durii^ play Iniillcad, ai the 
start of Ehe game von have the optioin to reload a pre^iouslv saved game loir [o start a 
new game). 

Two Player "Head lo Head" Cannes 

Only one player um be "active" llconirot die cursor and issue ordetsi at a ume. To 
change aaive players, simple press the "'Q" key {then press "T" to make troops visiible again) 
lliere are ftjur siandard ways play JU tw(i-plflyi.'r game, a> well as mnumenibile variants 
jiEidop[ion.s vou eantrvoLii voureelf 

1. Free Flow: The inaLUvc playcir i:an press "0~ ft ai^V time (o lake aimtrol of the 
keyboard andjovstick. This means pla veers can pass control back and forth as na^lled. 

2. Daily Turns: Players alk'tnaki' Liking lums on a daily basis. Right alfler supply 
di5tnbuiii>n players pfe!i.s"Q" to change -sides. 

J. Morning Orders & Battle Rieports: At ^•00 AM eitch morning (beRore daunj 
freeze the pme (pre^ "P") and allow each player to issue orders as desired. Eaich [ime an 
attack occurs during the dav each lor boihl pLayeis have the option lo freeze ihc^game and 
issue new orders. Orders cannot be isiiued at any odier time. This is the most reialislK way 
loplay 

4. Toumamenl Freeze Play: Btolh player! can observe the coiin^ of the game. 
Whenever eilher wishes to use die ke\yboard or jovsikk, he musi pres "F" fin^l lo freeze 
the game. When he is Snishrti he prc'Bua "P* again lo itauiue Uiegame acuon l/Tihe piavcr 
wishing to use Ihe keyboard or joy^ticlk isntst curren[ly acuve. he needs to pre:* "Q" nghi 
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aficr "F' la lake conifol. [n (Qiimeraeni play Ihe active player can requesilhe inactive player 
10 luiu awiy or aiaod beyond clear eyesighi of ihe ^ecn during Iho frozen period (lo 
preserve cijnndmlutliiy m ihc Lmiled ii^lcLligenceoptionl li isa gairw forfeii Eaull lo unlieeze 
ihe pme or presi "Q" while the other player is awav Troin the screen. 

Helpfut Kbit: Suicc ihe CominuiiisL player can generally ^ all Free Woiid fDice-^, 
but noi vice \cna. ii recommendal ihai the playeri waich ihe action frotn the Free World 
peispccuve except when the cominunisi player speciru:al]y wanu lo check his lauis. At 
ihis point ihe Free World playtr rf>oi4ld lum away briefly whDe [he Communisl player 
changes (via "Q" and "T"). 

SUPPLY & LOGISTICS 

Ba^ Loads 

HisLoncally, supply was raied m ""Basic Loflds", A uniiconsumes one Baoc Load per day 
if it b inactive (neither moves nor fighlii), A unil consiiine:^^ extra ^pplica when moving 
and when lighlrng. 

For simplii:i[y a Basic Load is lermed a "day" on the display. Therefore, a unit with 
3 days supply Iiee enough lo stand in place oulsidc of combat for jt daw without feeling the 
effects of a supptv shortage. 

Units withoji supply repornhai fact as a message to you. Unsupplied units move and 
Eght at a Eeveie disad^aniage. und evcniually surrender d left im^upptied. 

Receiving Supfriies 

Troops tin both ^ides aci: automiiljcally supplied ju.w before noon every day The 
orders are u^ued iiuiomaEicaliy. This supply will replciU5h a urat's basie loads ("day>"). 

Suppjies are issued from immobik' supply bases cither directly to umis. or to mobile 
headquanen. which in turn pass on the supplies to troop \im\s. Mat units havt- supplies 
sent overland If troops aren't clc« enokigh to a suppiv base or a supplied tieadquaner\ 
then [he umi cannot rcplenLsh its si^plies. Some unils are heLcopter supplied- These always 
gel supplies direct from the base, jejjaidles of overland supply lines. 

Anny Supply i-£veb 

The entire army, as 3 whole, hai a limited amount of supplies at ii^ supplvbasel^) This 
amount is replenished daily, and the rate oi replenish rteni may (or may not) be adequate. 
Check the Battle BncfingK for the initial supplies and replenishment level of your army. 



REPLACEMENTS* 
REINFORCEMENTS 

ReplacemenLs 

UniLs below uulhutized shength will receive a few additional men and equipmeni 
daily or sli^hllyleA^ often Replacemen [s am ve automatically 

Rernrorcemenls 

New 'rcmfGrcemeni" units may arrive during ihe course of the game. In Ihe BaiUe 
Briefings section, each game and VBrianl lists an "order of appcarflnce" dial spedlies what 
units am ve w hen and where. 

Reinforce [Ticnis appear on the map dbiomaiicallv, tind uaidn lui^ uHnnoLnd, Then 
you can give [hem orders as you dsire. 
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VICTORY 



Ending the Game 

The ^n:e ends at 6 PM on the Gnal day of the variant, or w hen all critical locatioifi are 
held by one side, whichever comes fireL If diere are nn critical locations in thai game and 
vationi, the gime won't end until the last day. 

Every cremng al 6PM current ca.'iUflllies are displayed points for terrain obiectives, 
and a mess^e indicating i^hich side bos die advantage. When die game is over press "7" 
io!ieeUiefiniln:sul[S, 

Scores 8c Victor? 

Searine Vou score victory poinis ihraughouL Ihe game for each man and weapon 
lost by die eiemy 

Al the end of the game you score points for all terrain objecuves you captured and sull 
hold (including terrain you initially had and never Ici5t). Terrain objecuves vary from 
scennno lo scenano. In some scenarios a few terrain ob|ectives are Critical LocannfU- 
Criucal locaions have a high point value. In addition, if youhDldacenaiEi number of critical 
locations yoi are assured of decisive victory. 

In garner 2 {[a Drang 1, 3 (KheSanhland 4 (Cambodia), scoring for casualucs is very 
important, white pdinis for [erram ijbieciives are of lesser imponance. 

Ing^mdr 1 (Dien Bien Phu)and 5 (OtJang Tri J tcirBin objectives are more imporuini 
than casualtn. 

Viclory: .\i [he end of the game the viaorious side c indicated along widi d>e degree 
of viclory. This ranges from shght (the game was virtually a tie}, marginal, tactical, deogve, 
to total (the ED me was an overwhdmicig victory for diat sidel 

In addiaon to level of victory, ihe wmning ptaver ls awarded a rank based on his 
performanct. The ranks are from Pnvale (ihe lowest), to Ser^nt, (Thief Warrant Officer, 
Lieutenant, Caplam, Major, Lieuienani-Colonel, Colonel. Br^dier General, Major 
Ceneral, Uoilenanl General, and General of the Army (highest). 




OVERVIEW 



To becoinc a skiBful annchmr geneial you must become lamnbc uith Ehe capabilities of 
yout uniEs, Ihc tflvoi oT Krmn and weather, and the agnificAncf of vanoiK fomutions. 
tn general these rdauonships arc lairly intuiiivc. For example, it's easier to move in good 
v*is\hev than bad. and attacks an more likely to be success over dear lermin than in 
tnounlains 

Game Scale 

fjich h^K rLTpre&cnis an area one nuk acros. Each "tick of the dock" TCpresenis the 
passage of 30 minutes. Eadi unit receives a movement oppoitucity aboul every e^hthoiu^ 
(i.e., ilc^n like upio S houisfor unit^ Eo receive, pmre^ act upon and ccpon back on their 
orders). 

Units are [ypkally baiialion (600-1010 men) or squadron (ol 12-24 aircraft) ^ic, 
although ^mc units arc smaller or larger. Ad hoc formaEiniis of varying »zcs aie also 
included 

Planning Your Bank 

Tlie game begins with uniisof bo[h side* already under orders, representing the hisioncal 
siiuation when you step onto the scene. Therefore ii'*i wise to immedi^telv freeze the game 
^p^eaE "F") and survey [hefliiLiiion carefully. You might not agree with your predeccjaort 
plans! If you haven^E learned them already, LimilianTc yourself wiih the uipatiilities and 
limitations of your umK the commands, and the effects of terrain. Also esa mine your BaIIIi: 
Bnefings to see your objecii',e. supplies, repJacemerEs and leinftHccmcnis. In soriffi battles 
vtrtufllly your entire fon^e appears as reinfon:eTneT]ts, while in others your enLre fon:i! is 
available at die start. 

The Baitlleflekl: Look over die map, strolling around as uetesEary Refer tn the terrjm 
key^ and maps (see the centerfold area in this manual) U>ok for terram favurabie to yom 
movement, note terrain fayorablc to the attack aitd defense Use Jhe "T" key lo examine 
any terrain hidden by u^oap units. FinaUv look for vidorv lL>cations. CiSpcciallv critical 
victory localioni. There's noEhing more di&lresiing than fighting a good batde only to see 
the enemy hascap[ured a critical tocjiEion elsewhere and wDnf 

TTie Troops; Examine each fnendly and enemy unit in Lum. Note any especially liirone 
0[ weak units. Look at the pattern of deployment — where are von strong and where are 
you weak? Is the enemy strong and weakin the ^ame areas? tf you don't know much abouE 
enemy deployments, what are the especially vulnerable areas where he m^ht appear'^ 

Formulate a Plan: Decide hnw you'll achieve your cthjecdve. Do you need to protect 
or capEure important terrain locations, or is your goal sjmply to indci casuahes on the 
enemy, regardless of position? Will you nred to move Eroops. and d" so. how many, to where, 
and for what purpcse? Dedde how Eo get the best from each unitandhnwto make di Re rent 
units work ic^thei cffecUvcly. If you arc defendii^ a posinon, try to anucipate the enemy'ii 
likely routes of adyancc. and decide how to best counter them. If you are atiacking, decide 
where Eo attack from, and how eo reach that position. En all coses make sure you assign a 
few fresh uraLsas reserves to replace a defense about eo be overrun, or loadd e>;tra punch 
to a Haggm^ attack 

Having a plan and hoicking to il avoids the danger of mindlesstv pushing uniLs around 
and tigh ling cosdy but meaningless battles. However, if s a good idea to njconsider your plan 
every few days. Don't kvk yoiuself inEoan inflexible approach. 

To set your plan in moEion issue the appropriate orders to your units, dicn unfreeze die 
game tpre^"!^ again I and watch things develop. 
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TYPES OF TROOPS 

Unit Designations 

French units are identified by didr historical designations. Set the Dien Bien i^u 
, section of the Battle Briehng^. 

American and Vietnamese units arc designated using a modified form of the US 
military system. Basically, each ground unit is identified by two numbers separated by a 
I slash )/), then the troop type, and Anally the unit size. The first number is die unit's specific 

identification number, the second is the larger formation to which the unit belongs. TTie 
troop lypc indicates [he composition of the unit (le , armor, infantry, etc 1. The size conveys 
where in the mihiary hdrarchy the unit stands (i.e.. battalion, regiment, etc,). 

EXAMPLE: "2/34 Armored Battalion" mcam the second Battalion of the 34th 
Armored RegimenL 

Smsll Farmations: SmatI units are designated by a letter before the two numbers, 
or by a letter and unit sijc before the two numbers. 

EXAMPLE; "A/2/20 Aerial Anitleiy Battery" means Battery A of the second 
Battalion of the 20 th Artillery Regiment 

EXAMPLE "L Co., 3/26 Marine Battalion" moms L Company oflbe diird Battalion 
□f die 26th Manne Regiment. 

AJr& Headquarters Units: These units are de&ignaled by a single number before the 
type and size. Where pitSMblc hL^Eoncal deugnaltons are used: where not arbitrarv identi- 
fication numbers are assigned. 

EXAMPLE. "232 USNTadical Fighlcr Squadnjn" means die actual 232od US Navy 
tactical fighlcr squadron. 

EXAMPLE. ■■ Isi Tactical Fighter Squadron" means one of several arbitranly designated 
fighter-bomber ^uadrons. 

EX.\MPLE ""Tdi Division Hcfldquaner?" means \hc headquaners element c£ die 
7Ui division (m diis casean NVA unit). 

French Units 

These troofnorilv appear in the Dien Bien I'hu game. 

CafTiwms: The defendeis of Dien Bien Phu arc combinations of many units, 
compressed togeEhcr to defend around a specific strongpoint. The men thcmelves were the 
best diat France had: paratroopers, Foreign LcgK^naires, and seasoned regulars. "Hiey 
I typically ha^c high c^ipcnence and numerous heavy weapons, as well as standing within 

I prepared furtihcauons 

The Claudinc base has the French headquarters at Dien Bien Phu, and includes the 
arldlcry <;apQbilily of the defense (historically a number of 105mm howit/tft, plus a couple 
^ heavier 155mm howitzers) with a range of si?( miles Claudine has a high defense value 

so you can leave it in "deployed" formation eo permit Long- range artillery Hre 

Relief Force Baltalians: These uniEs appear in Operation "Vulture" as part of the 
"Condor" ovcHand ftM-ee Each unit is just one battalion, smaller dtan the conglomeranon 
of Dien Bien Phu defenders or die commumst regiment-ftzed assault units. 

ReroOess Rifle Batlery: The relief force abo includes a recixlloss rifle battery lliese 
man-portable weapons were populann the I ^SO^ pnmarily because they packed the power 
of light arrillery while fin ng from the shouiderora tnpod. One of the more ambitious [rians 
for relieving diefoitiEs included airdropping a battery of diese guns to troops in Laos and 
Ehen carrying them across Ehe border into Vietnam. Unfortunately, while helpful, light 
artitlerv isn't powerful enough to win a batUe on i^s own. 
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U^t Tank Squadron c^ntairu Ainerican-made M-24 light lonk:^. The French 
dismantled them and air uansponed ihe parb lo |he haCEk arcfir A numbei of lanks vjere 
shipped Ihis way mic^ckwvcs^vihcrc ihcy proved lo be an BSftfalthoughtiol a decisive 
one) [n ihe "Vuliure" varianL these canb fonn a *:irong cuX^ng edge for ihe French foices, 
and should lead ihe attack. Howcvei, their cross-couniry mohilily is nol very good ThLs 
unji tvAi mipU^yed along ihe road. 

Fighler SquadrorB operate a[ long mn^ ogain^l an enemy larefully umoullaged and 
properly enirenchtd. Tlie lumerousanti-ainjafl guns deployed by ihc Vicinamcsc caused 
high \as5es and reduced the acciuBcy of these low-lcvcl plants. Thee fighier-borabers are 
mosicffcciivc ifihey make a cynccnimicd sirikcjust before a ground banle. 

U.S. Bomber Wings ha^e ihti most powerful hfiivv bombers in ihc world ai ihe bme; 
lheB-29 Thtsc wcti- the same plarjcslbjireducaj Japan's cities lo rubble even before [he 
atomic bomb They had also delivered de^stating «flrike4 agi^insl IflrgeLs in North Korea. 
There IS ixinsidcrahledeb&lc aboul lhC]rpcleniJDleffecuveTies& bombing targets m Southeast 
Asia insupponof the French 

American Units: Maneuver Elemenls 

Miineuver demcntr are miendul to move over die landscape^ seek out the encmv, 
and engage hini in battle. However, the American .Army hfl-s a strong preference foE using 
suppoTi elements m win biiTde:? (see below), so maneuver elements need onlv find the 
enemv and keep tiim pinned down long enough for the ma.'^ve ^upp^kiting alladcs lo 
amvc. Thi;* tpproath li well MJiied ut n war of attrition because it nunimizes cosualues 
10 the maneuver elemenls. On the other hand, the delay between maneuver conEuci and 
massed supporting ^tl^tk^; may he [0.1 !ong> allowing the enemy to escape without suGcr- 
ing any significant LOunLer attack. 

f)cspiie the prcdilcoion for iwmg ^uppiirlmg elements to flgh: bactl&i, American combat 
docinne. Like diat of most other conventional armieSn sires.sesaggre.uive attacks hv maneuver 
elemenlf. Such laelic^acc well suited locaptLinng ground, but the lioopsmust pay a price 
in blood 

CavBlry (Airmobfle Infanlry) Baltidions: When the 1st Cavalrv Division was 
aciivflted as a helicopter-home "airmobile" force, iLs infantrv harialitin*^ were organi/cd as 
relatively Light uniL^ whose priniar>' purpose was 10 establish contact with the eLusive enemv, 
then call the massed firepower of supporting artillery, gunships. aruJ fighter-bombers. Their 
authorized strength of 750 men was significanEty less than moj^E other mfantrv battalions. 
Worse. i[ was reduced hy tine company lo protect supporting firebasQ, as well as normal 
attrition due to casualties, illness and leave. Actual battalion strength tn the held wa.s rardv 
greater than 500 men. Combat experience taught that this was nol enough, and so their 
nominal strength was increased to over 900 bv 1968, and leveled off at about ESO m the 
early \910\ 

b die game vou should use these uniLs as intended — die "eve7> and ears" for powerful, 
long-rangie supponing weapons. If you order them to attack directly, you'll see your own 
CflsualtiEiescaiote. your kill- ratio drop, your game standing slip, and your fulutvai an army 
oflker disappear. 

M a commander you must remember thai Lhesc units "borrow"' helicopters for long- 
lange movement, nierefore, long moves are done by airmobile "jump" with your troops 
unable to scout the uiter\'cning terrain. Short-range movcft of a few miles aie usually done 
on fj.'Ol, allowing your troops tit scout for the enemy along the route of march For high- 
speed loi^-rangc scoutir^see die Air Cavalry (Recoimissance) troops below. 



Marine BanaUons: The Mannrs prided ihemselvf^ on Ehdr aggressive spirit: diey 
brought to Vtemam die same espril de corps that czrried them acros the bloody beaches 
of Ihe South Podfic Therefore, dieu battalions were heavier (with over tOOOmen)andiheir 
leaders were steeped in a tradition of closing with the enemv regardless of d^e costs. 
Unfortunaicly dvenamc of the game m Vietnam was attrition radier than conquest, so the 
Mannes' gung-ho tachcs early in the war played mto die enemy's hands. Gradually their 
leadership adapted Eo die new siuadon. and as a player you must al^. 

Marine tmifi are more powerful than aii mobile infantrv in ground attack, but dieir 
casualties are just as painful. Like die cavalry, the marines are bc» u^ to locate and 
{if pOkSibletSii the enemy, then leave the job of kiUing to the artdlery and aircraft. 

Mechanized bifantry Baltalions: When die US Army went to Vietnam, current 
doctrine regarded mechanised units (tanks and infantry mounted in armored pereonnel 
earner^} as unsuiled to tropical conditions and unconvendonal warlnre. However, as die 
war escalated and die Americans gained experience, diey found diai amiored uniu were 
more useful than originallv ihoughL The fully tracked Af*CS had e)Lcelleni croffi-countrv 
mobility', and with added machine-gun:; and gun-shields became useful shock attack 
vehicles. The haiialions were large and contained both many men (nearly 1000)and many 
vehicles {over 100). Although casualties can sliU hurt, these gioimd troops are best suited 
for direct offiaults on the enemy. 

Armored Baltalbons As with die mechanized infantry, the US Army b^an the war 
widi die preconception that lonks would be uisuiiahle in Southea,s! Asia. Only a couple 
of armored (tank) urals were sent Eo Viemam, equipped with die older 90mm-gunned 
M-4K tank. It turned out these could be dcva,slflling against unprotected infamry when 
firing "ilechcite" mumtiotLs [a son of modem day grapeshot). The vehicles diemselves could 
break liails dirough the jungle, as well a.s serve as mobile pdl-boxes atong base camp 
penmeteni. Manv time^ die armored battalions were parcelled out in pleas to various Army 
and Monne units, but in the Fishhook operation most of Lhe 2nd battalion of Ihe 34d] 

ment served as a unit 

Although an armored battalion ha^ powerful tanks, the mechanized battalion had many 
more vehicles in toUl, and much more supporting infantry Therefore, armored battahom 
have i^tightly less combat power. Sdll, armored battahons are one of the few American 
units suitable for attack in Vietnam. 

Armor^ Cavalry SquadFons Originally diese battalion-sized units were dcagned for 
reconaissance. In Vietnam they were used as shock attack troops becatise die squadron 
included tanks, mechanised infantry^ and even dieir own batteries of armored, self-propelled 
1 ^>5mm howitzers. Furthermore dieir rcconnaisante Uaining allowed thew units to function 
well wid^ their Uxxips (companv-sized subunits] dispersed. This was admirably suited to 
Vietnam combat conditions. 

Air Cavalry { Reconalssance) Troops: Air cavalry troop* are equivalent toa company 
in size, and dierefore smaller than a battalion. The unit induded an aero-scout platoon of 
observation helicopters, an aero-weapons platoon of helicopter gunships. and an aero-rifle 
platoon of mfantrv widi uansport helicopters. The unit was designed to range across the 
coimtryside looking for signs of enemy activity, cicca.sionally surring things up by firing into 
likely hiding places and landing infantry to explore pcssible contacts. Both airmobile 
divisions (I St Cavalry and lOlsiAiitKime) had a squadron with three Utvips, uihcr divisions 
had one trot>p each, and addiuonal air cavalry troops were asagned to corps level 
commands. 

Vau should ox those uniUo.^ micndcd: toaccui obcHd ()f the main bcdy, Id screen lhe 
flank-s, and to form the outermost element in an airmobile envelopment. The air cavalry 
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(unlike airmobile) will move rapidly across Ihe map in deployed or mobile formalion. 
ravealmg any enemy Hoops Hlong their palh. However, the umi has liltlc combai power 
by ilselTumJcAii be easily detroyed tf caugiii in i rn^or baiLle. 

Axnerican Unlt£ Support Elements 

Suppon cJemenLj are designed lo aiiflck ihe enemy from long range. Gtound support 
unit^ ise long-ranged weapons 'iui;h ai artillery. Aircraft suppoil uniLs operaie Irom ij\ 
ajtbaseand fly hebcopiei^ orjecs over the uifget 

lOfinin Medhim Arlikry Badalians; Tttc American Army was e^quippcd widi 
pTodigioiE araounLs of flTiiLery. Usually one artillery battalion worked wiih each three- 
baualion in^ntry bii§;ade, wiih addibonal bactelion^ added as nassary Ihn guns were 
designed for tnwjitg by trucks, but in Vietnam they were genemlly Lanied by heJicoplcrs, 
In cum bat ihey were em placed in Dre support b&ses — fortified campji coniaining anywhere 
from a battery of 6 guiB to a full battalion of 1 8, protfclcd by infantry companl{7> detached 
from mancuva batiafions. In a typical ftpcrBlioa a Grebase formed [he tenter of a patrol area 
whose outer limits were defined by the radiic of the anilleiy'^ range. Wiihin lliat ciide 
American inlantry could ^tvh knowing that supporting fire was bui a radio call awav. 
Fuilhermorc, Grebascswere set up to he mutually supporting, if one was aLlaci^ed it could 
g« supporting fire from ils neighbors. 

As a commander of these units remembti thai they can move, but only via airmobile 
(ravel (jumptnf in mobik formauon from one location another}. They c^in attach enemy 
imiis up to B mJesaway. You should keep ihc artillery in deployed fomiaiion 1 ready to 
Gre)as much as possible -- even in deployed Eorrmtion U^ev are sErong on defense dtie to 
the integral IbitiGcatiom and protecimg infanirv 

ISSmm Medhmi AniDery BallBllDns: Tliese are the heavier uiusins of the I05mm 
arullery. An Ameni^an army division had three baiialions of I05'5 and one batlaJion of 
155'?,. However, additional 155 baualions were availaHe for i-ss^gnment by Corfs HQ 
Guns deigned be lowed were normally helicoptered mto position, but a few onitt had 
thai guns mounted on armored, fully tracked vehicles. Ln either case the anillery deploys 
within a firchast and functions like their lighter 105mm cousins, but with a greater range 
[ L2miles)and morehittingpowei. 

Marine Arlflkry BatlaHons: These function the same as army andlery battalions, bui 
[hebaiialion had three battenes of lOSmm howitzers and one battery trf six 155mm guns. 
Due to [he prepondCTtrK? of ihe smaller weapons their range in the game is E henes. 

nSmra Heavy ArtiHety BatlaBonK These extremely long-ronecd (21* miles I guns are 
mounied on iracki^ vt;hicle^. Because of their long rtach these units often operated from 
semi-permanent lirebases well removed from the mam enemy foici^s. As a result, these 
unnsannoi move 

Aerial Anillefy Balleries: fn addition to using helicopters as observation [^tforms 
and iranapoit, the LfS Army equipped .some with automatic wea pons and rockcli lo provide 
direct fire support to their airmobile infantry. Originally the "gunihife" were armed versions 
oflhcUH-l "Huey"itansponhehcopiers, but their large size and lack of armor made them 
vulnerable to ground fire. In ihe "Huey Cobra" was rushed into action. It was a small, 
leun. fast machine that sported a mimgtin.an automatic grenade launcher, and pylons that 
brisUed with a variety of njckcis. 

As a commander you will find [httc units especially useful because they can attack 
at nighL Ai night ihe helicopicis did not Hy - mstcad they were complemcn[ed by 
■"Spooky", an uld C 47 varupait sviih cargD dooi^ rrmovcd lo dic^ Hsicti and tiu:niJI> hv« 
down the landscape with three galling guns finng 1 8^ rounds per minute. 
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TftClical Fighler Squsadrons: These units fly a variety of fighier-bombets. the best of 
which was the Phantiiom. Air wingi of the US Air Force. Army. Navy and Maiinc 
Corps provided close-m laow-altilude aii suf^nn on a scale never bdbre seen in war. The 
Americans had undisputeiid control of the air over South Vietnam, while the Vietnamese in 
the south raiely had the sopphisticnied anti-aircrafi weapons netded to shoot down jets, T^ie 
only con.stramis on Amcencan airpower were die compe[ing needs of the strategic air 
offensive against the Nonhhand ds diBiculty ol finng flie location of enemy ground units 
long; enotigh to pulverize thbem. 

As a commander youull find diat these unite coniain massive firqwwer, and can be 
used with minimal nsk too American lives Along with the artillery, diese should be the 
backbone of your offensiv&e punches, 

SAC Wings Very eaarly in the war the LIS command began using B-52's based on 
Guam and Okinawa in ddirect suppon of ground operations. The planes flew too high to 
be seen or heard, and droppped about 27 tons of bombs each. At first the targets wete always 
several miles from ftiendlyy lines, for tear these awesome loads would faD on friendly troops, 
but gradually this lesinctioon was cased until the B-52's were used within a mile of American 
positions. Because of the lalarge Ume lags involved m using ihem. how close they hil to current 
enemy positions v^iLs quesstionablc If they hit, ihey hit hard, but there is no quesbon that 
thousands of tons of bomb^ft were dropped onto em ply forest 

As a commander you\iTl Gnd the B-51sare very slow recover iheir effectiventa. due 
to the long flight limes annd complex oiganizalional details of the taids. They can be used 
to full effect only occasioonally, or theif destnictiveness will be quite low. One full-strengtii 
attack bv thisnwesome weeapon can demolish an enemy battahon. 

South Vietnainese Unhil5 

Tht: America n-suppi^oned South Vietnamese military was nowhere near as effective as 
Amencan Iroi'ps, espexha^ally when powerful American support elemenG arc tinavailable. 
The South Vietnamese aarmy was routinely termed -ARVN" (Anny of the Republic of 
Viet Nam 1, the ait force-VVNAF [Viei Nam Au Force). 

GDC (Gvilian Lrcegular Defense Groupl BanaKons: Tliesc units are otganired 
and led by the DS Spectial Forces (Green Berets) Most were mercenary li^t mlanuy 
recruited from non-Vieinsiamtse Moniagnards iribcspeople who inhabited Ihe ^vild u[riands 
of Ihe nation. They were? pnmarily stationed in a series of fortified camps along the DMZ 
(northern border) and lonng western border with laos and Cambodia. From disse bases tbi: 
CIDG momtored and haarassed Nonh Vietnamese moving souih into Laos and Cambodm. 
as well as troops moving i from these sanctuaries into South Vietnam. PnmiUve and tough, 
:he Moniagnards were pocfhaps the best infantry fighting on tht "Free World" side (inan 
for man), but they were ? weak in organic heavy weapons and were often last in line for 
air suppon 

As a commander yooU'H find these troops usually sian off in a siauc garrison - they were 
almcet never under the coonlrol of the regular Antcrican field command siruaure. 

ARVN Infanlry BaallaUon&: These units were organized and outfitted similarly to 
Amencan uniiv making t them t^trong m matenal. However, they were weak m morale and 
leadership, chronically uunderstrengih because of deseruons, and all too often had ofliccrs 
appointed for poli[iCil reaasons. 

As P commander yoou'll find these units much weaker than American or NVA troops. 
They might hold their owwn in strong defensive positions with good supporting fire. In mcfit 
situations youT have Anmerican ground uoops to use. but in Quang Tn 1 972 the weaknesjs 
of ARVN line infantry wihll cause serious difficulties. 
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ARVN Marine Banalioi» These units were similai lo iheir American coimieipiirts, 
induding being clile uniB with a strong espnl dc coriB. Ae a commander yon can coiici on 
them in key defensive positiorei or impcmiflniamnier-altacks. 

ARVN Airborw & Ri*ngef Batlalfans: Tbcse are ihc dile of ihe South VieinamKc 
ajmy. with the added advaniage ofhetiiajptertranspoit forlong-dtilanre movemenL Asa 
commander yoiiH find thai rome uniti are [oo smail lo be succffirfnl in a aand-up fighi 
BgflinHfrfshJuU-sirengihNVAbanaliorBs. 

ARVN Armored k Armored Cavalry Regiments: ITkbc uniL? were organiTed and 
equipped liJte American armored batialions and armored cavalry squadrons. They form 
Lbe mailed fist of the Sojlh Viemamtse Army. Unfonunalcly. m 1972 [he NVA had 
numcTOus tanks that onu^lassed the ligha annored vehida of the ARVN amioied tavalrv. 
The one ARVN armored [tank) unit present acquittrd iisdf well in the defense of Dong Ha 
— until the rest of [he line caved in. 

VNAF Hghler Squwtrons: These umits are equipped wilhoU propeller driven graund- 
attock craft. They pitformed credibly, ibuL lacked the numtm, machinery and expertise 
loequal theAmencan AirFonx, Ma ccmmanderyoulllindthe South Vietnamese Sghier 
squadron!! useful, bui not as destructiveiLf American air sinkci. 

Communist Utnts 

Viet MInh Regbwnls: The People'^ Liberation Army of Ho Chi Mlnh"5 communist 
ttvoludon bt^an a.^ small guenlln baiitfc, Bui from the first kis leader. Vo Nguyen Giap, 
worked to make it capab4e of winnine conventional batde^, UndiscoLiraged hy several 
liefeats in open combat, Giup trieil once again to lahe on the French ai Dien Bien Phu He 
deployed two complete infantry divsioaiii and elements oS iwo others around the foftrca. 
Each division had [hrt* infantry rcgimiems with varying amalJ^t'^ of divisional artfllery. 
Each regiment had three or four infanaty battalions supported by a company of heavy 
weapons. The uniis were well-armed witSi Soviet block weapons and had trained cxieiHvelv 
BI their remote bases. The iroopF attacked with courage bordering on fanatknsm, as well as 
demonstrating a disci fJine and pnrfasionjal compeience diat defied Fn;nch calculations 

As a ccnunander of these units, yotu will find ihcm powerful assault units who can 
ovenun the French, hn suffer serious kfises in die process, Caitialdes can be reduced by 
supporting itiecn with anillerv Tiit. 

InfaiRry Batlalions [Vict Minh. Viel Cong, and Nortli Vietnamese): Infoimarion in 
die Western world about Commurasimnall units issifll scarce, but what is available indicates 
that the irregular battalions (Viet Minh and Viel Cong) contained about 500 men. while 
iT^ular Viet Minh and NVA rNonh Vietnamese Army) battalions had aboui SOO, En the 
eariy stages af the conflict the Commumisis rched on misceltaneous small amis and what- 
ever support weaponi could be found. As fighting cc^unued they received increasing 
amounts of relanvely modem Soviet blodk handguns with a regular comt^emeni of machini:- 
guns, mortars and recoillcss rifles, Jn fait, ihe guerilla warfaie origms of the Cummumsi 
army tends lo obscunidn important point dn both the French and American ware the decisive 
combat pjIe was played by unils organiTcd. equipped, truined. aiKl led m a f^ulai, conven- 
lional fashion. From 1965 to 1972 die Aimerican air and arullciy firepower compelled Uiese 
troops to rely on guerilla tactics, but this* diould nor obst tire the fact that Uiey conEiiiuied 
and remained a formidable foe. TTiese umiL* can attack at a two-mile range instead of die 
normal one in the three AmericanbatUegBmesJla Drang, KheSanh, and Cambodia This 
simulaies Ihe Communist lacuc oFspreaiding the baiialion into small patrols and ambush 
teams over a large area. 
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As a commander youll findLhcse tn»psconsti[ute die backbone of your army. El's up 
to you to dedde when and where to use coaventional assauli-and-defense lactks. versus 
guerilla hit-and-run technique. When fighting the Amerkans at la Drang, Kbe Sanh and 
in Cambodia be sure to enploit your two-hoi attack range. This is often the only way to 
attack withokii being decimated. 

Tanli Companies & Regtmenis During the ^egt of Khe Sonh the NVA used a ^ngle 
lank company equipped wiih Russian PT-76 light taidis to help overwhelm the CIDC 
force hokling I^ng Vei. Otherwise Communisl lanks played almost no in the fighting 
until the Eastern oEfensive in 1972. Then, much to the surprise of the ARVN iroops and 
Uietr Amencan advisors, the biVflt Eaundied a blitzkrieg offozave led by numerous 
"regiments" (which were battalion siTe by western siandardsi of Rujaian T-55 medium 
tanks. However, ihe NVA had little experience with armor and handled ii poorly, particu- 
lariy in combined arms operatiims. 

On the baidcfield dicse units provide a stronger offensive punch dundie tn^iry, but 
they are hardly unstoppable. The ofiennve punch wiU Uk power qidddy if Ihc tank units 
suffer too many counter-attacks. 

Mortnr Companies A BatlaliDns: Ute Communist forces often relied on guerilla 
movement tactics — moving troops off transportation lines to conceal sitat^ and tactical 
deployments. As a re&ult, the main artiUery arm was relatively portable mortars, recoiUess 
rifles, rockets, and sometimes light field guns (75mm howitTers). Ihese light artiUery pieices 
used the same dispersed movement and attack tacOQ as the inlantry, which is reflected in 
Iheir four mile nrnge. 

A*i commander youH find this light artiDery has nowhere near the weight of fire of 
medium or heavy guns. They arc most valuable in sniping attacks lo cause a few casualties 
here arvl there, or working in conjunction with the infantry in sharp, short attacks. Do not 
expect a mortar bombanlment to pulveriTe die oppoeition, 

ArUDery Battalions A R^imnits: As befitted an army intent on creating a conven- 
tional war capability, die Communisi main force divisions had supporting arifllery urats 
plus numerous independeni arrillery umis. At Dien Bien Phu die PLA deployed an ennre 
artiUeiy division, while die forces around Khe Sanh included a number of independent 
artillery regirnenl^ Gnng horn acros the border in Laos. These uniis contained i variety of 
medium and heavy guns and rocket launchers. Ihe most promineni of which was the 
Suvict-desigDcd WWIf-vintage 1 22mm gun. fn 1972 die Communists were able to deploy 
even more artillery, including the new Soviet 1 30mm guns. This was a weapon Offlisiderably 
more potent than the standard 10.*immhowiiierDfihe ARVN. 

On the baitk£eld youH find artillery is an esentiaJ aid in any attach against a prepared 
defender. Aitillery attacks cause casualties and disrupuon at mimmal ccEL In 1972 ibe new 
l30mniartilkrygunagivetbcNVAan 1 8 mDe range with awesome destructive pa wef. 
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Supply Unite 

There aie t>vo lypes of supply unils 

Supply Bases; This is Ihc origin of afl sup^y for bo(h artmo. and are usually Tound in 
sanctiiarie. Supply bases cannot riKive. If you lose all your bases, your army wiU no longer 
receive supply. However, in mosl games anma have supply bases in sanciuanes, and/or 
olf ihe gfline map enurely fmakine ihcm ijivubeiablc lo aiiack m ejlhcr case). Free World 
helicopter-supplied unii^ remain in supply even ifail supply bases ]cR. 

Headquarlen: TTicae mobile units represent locflJ administmuon and suppEy service* 
in the field. Supplies travel from the base lo the headquanen, and fi-om ihc hcadquaiiers Lo 
olhcr iroop uniis. This allowi supply lines it) be eilcnded and/or curve around enemy 
troop oincenu^ii ons. 

TERRAIN & WEATHER 

Terrain Featiu^ 

Each maplocaritinrbcM I mile wide coniains a symbol denoting the dominanltcrrain 
in that area. Tenain affect movement, combal and supply A key lo tenain ^ymbol^ is 
included in the center color insca, 

Mavemenl Effeels: The chart below gives approximate movemum speeds, in miles 
per day. These raics only apply for long-distance matehing undisturbed by the enemy or 
diangei in ordeis. In normal combat opccations communicaEionb delays, reoigoiusng to 
execute new orders, and/or enemy a4:tion can signihcanclv delay movemenL 



Terndn Influence on Movement 

Terrain: Frw WoridTroop* Co roi mria Troops 

Cattgorks FWInf USCav FWAnmlCMInr CMArty CMArmd 
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1 .S mi. 
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5.4 mi. 
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FW[iif=FrpeW(HUllFre;ich. US Manic and ARVNtinfanuy unite 
US Cav= US AiE Cavalry Intaniry BBiiahons 

FW Arm[t= FiccWorkU French, USand ARVN')arimjrcd and inrclianiTed unil£r 

CM Inf^CommunisnVicI Muih. NVAand Viet Cong) infantty umls (mnnanOO^ of inEanlry speed). 

CM Any ^'Communut artillery ujiilstciiwpt menus). 

CM Annd - Communist armored and link unit^ 



The chart ,'ihows overiand movement capability. American cavaky (airmobile infantry) 
battalions move slowly overland because they had almc«i no organic ground u^nsport, 
and m»i|ead relied on helicoplETs to "jump" from one position to another Heli-bomc move- 
menLs can beany disiance and rarely lake more than a day). 

Free World artillery 1 55mm and smaller can be helicopier'iransported and supplied 
unles otherwise noicd. Other Fiec Worid artillery and air support bajes cannot be moved 

Communisi monar artillery moves at about of the communist infantry speed. The 
higher communist speeds rtrllect Iheii ability lo move wiiboui regard for ambushes and 
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snipers, a concern that constantly dowed Araerican troops, 

Dmihat EfTwls: The charl below gives apprommate effects of terrain on offensive 
faiiacking) and defensive fighung power. It applies to troops stationed ON that tcrrainr 
Remember that lerram only one aspect of combat power. Formation also has a powerful 
influence, not to mention supply, Sbpportmg BUacks also orderfd against that unit, and 
just plain luck. 

Infantry fighting power represenls the number of men in ihe unit, as indicated on the 
unit siaius. Support equipment represents the number of other weapons in the unit, such 
as mortars, artillery pieces, lanks, heJicopter gunships and/or aircraft. 

Terrain Influence in Combat 
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Jungle, Swamp or Mounum 


L0(^ 


200* 
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Night & Weather 

Mgh(: Movement and combat potential for French, American and ARVN umls are 
reduced at nighL 

Weather- Possible weather conditions vary from tTlear (the best possible weather) lo 
Goudy lo Rain and finally Monsoon (the worst weather). 

Good weather speeds movcmeni and make^ attacking easier. Poor weather skms 
movemeni and favors (he defender. French, American and ARVN unils are er^aally 
affected by weather. Tactical fighter and hehcopier gunship umLs cannot Qy in ram or 
monsoon weather. The sole excepiion is the Kht Sanh game, where aircraft can fly due to 
Ihecxicnsive use of electronic sensors and navigauon aids by ihe Americans in that battie. 

EXPERIENCE, EFFECTIVENESS 
& FORMATIONS 

Eiperieni^c 

The tjaming and battle e»;penence ofa uniiis very impononi. A unit's experience rating 
i:an improve dunng ihc course cd the battle [but usually not more dion one level) There are 
five experience levels; 

Raw unit have no combat uammg and no experience. You shouldn't expect raw 
unkLs to accomplish much at all orJ Ihe battlefield. 

Green umis have training but no esptncnce They will perform adequately under 
nomuil conditions, but cannot be expecied to hold up undor heavy pressure. 

Veienin units have training and combat experience. They will perform well in all 
i^iuations. 

Crack units have all the abiliues of veterans, but with additional CKperiencc and 
leadciship diat is highly moiivated and highly skilled. The unil performs exceptionally 
at normal task^, and hold up well in lough aiuations. 

EHlc umts have speeiali/ed training, plenty of combat experience* and a high «pni 
de corps. These men are the best of the best They will perform far beyond their numerical 
strength. 
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Effectiveness 

A unit's effeciivcness raung shows how oBualtiea and eihaittion have fcduced iis 
abiliiy to tarry out orders. Men, machiries and organizaiiona all Lose effccli vcnes in combal, 
or on long marches. Tlie^ need periods of rcladve inacTiviiy lorcst, repair and [rorganize. 
Unit nol iji bailie recover faster than units in baulc. Badly eshauited imi^ lake a dispro- 
ponionaiely long dme lo recover, while on\y sbghily Ural unm recover Eairly quickly. 
TTicrcfore il's unwise (and ri^y) lo drive your troops lo the brink ofcoilaFse before you 
give them a rest 

Effeiii veiic& rated by percentages. Below is a gcncnl guide to what perfmiagesmon, 
and whai type of performance you cen expect: 

100%: The unit is at as pnmt Succeffiful attacks usually najuire at least some of the 
troopB to beat [his level. 

90%: The unit is slightly exhausted, but is idll in good shape Unless ihc enemy ls 
espeaally sveak or you are espeaaUy despcraic, this is ihe lowest eflctuvenas for good 
atUiek performaneer 

70-80^: The unit is cxhaasled. It moves slower, attacks lake longer while sufieiing 
more and inflicting fewer casualtiei On the defease the unit cannot hoki as long. A ^hctri 
stay in a qujei area to restore cflcctivcness is suggci^ted. 

50-60%: The urat is badly exhausted, li wiU not move, auack or defend at anywhere 
near full strength. Any strong and sustained attack may cause the unit's destruction or 
surrender lishould be withdrawn to n^in effectiveness if at all pcsahle. 

40%: The unii ls nearmg rallapse, it offers little resistance m combat, can hardly movcn 
andiseasfly overrun. Withdraw it immediaiely. 

30%: The unit may disiniegraie on iK own, and aJniasl any serioiB jQack will ovenun iL 

Fonnation Types 

There are SIX formauons aural may assume, depending on iis onJen. 

Mobile formation represents troops mounted in vehicles [includine hclicopteis where 
appropriate) and organized for rapid movement. Thi^ i^ a very had foTmaiion for fighting. 
Inlkntrymenarcespcaally vulnerable. 

Depfayed formation repnsents troops moving into the nuatk. This is The only fornia- 
lion where reasonable mobility ls combined with good t;ombai power. As a commandec 
you may wish lo delibcialely give orders [o "atlack" vacant or suspected posmoni if you 
fear ambti.Hh ~ the troops will move slower and become exhausted faster, but can defend 
themselves better and be ready to counterattack without a time-consuming formation 
changC- 

DefenH formation represents troops prepared lo resisi aiiack. They tan move, but 
very caubously and slowly. Noatlacks are possible in this formation. 

Enlrmched and Fortified are stronger leveLs of defense No movement is pcfisiWc, 
buidefeiisive power Is increased. Note that these formabotis lakecoitsklBrahle time lo achieve 
(especially lojlificd"!. bnt either can be abandoned (juickly. 
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GvTlson troops ^re fonifieJ and inmiobile, with the additional restrictionn that [hey 
cannot move until freed from a higher headquarters (i en you are not their eonmniandei, 
and therefore they ignore your orders)- In some aiuarions garrison troops are ] put under 
your command asihebatde develops. 

Formation Effects 

Changing Formaiions: When you is^uc orders a unit fust changeii to i the proper 
formation, then exet:utes the order. A lengthy formation change can seriouslyy delay the 
implemeniation of your nrdcns. Although formadon change limes can var^ coonsideiably 
depending on circumstances, average periods are given bdow as a general guidelinne; 

Fomiatian Change Timing: 

Changing Changingio 
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Units in gamson formation autonulioally remain in that fonnadon until freedd by higher 
authority (if ever). It is impcssiHe lo change inu> garrison formalicm (and thus iiimmobilize 
one of your o*n units), 

Foimalions & Moverrwnl: Movement rales are based on troop*; in mobile? formation 
ri,e., moving formation). Movement in deployed formation overland is half the 
normal rate Movement in defense formation overland is one eighth f IZr5/^) tllhe normal 
rale. Troops in entrenched, fortified or garrison formations (annot move at all. 

Formaiions & Combal: FormatiorLs affect a unit's fighting sirerigth when il i:i!i attacked. 
To atiack the enemy the unit must always be in deployed formation. However,-, a uiut can 
be in anv formation if attacked, and its hghiing power can varv eonsidetablv i depending 
on its formauon: 



Fonnalion effecls when a unit b attacked: 

Formation; Infantry: Supporl Equipmeail: 



MotHle 12^ 25'! 

I>ployed SO* 

Defeat lom 100* 

Enuenchpd 150* ISO* 

FomOHlciTGunua 200* 200* 



GIVING & 
EXECUTING ORDERS 

Intelligence 

You must be able to see the enemy before you can a[iai:k him. The LU>mmunui 
commander *ill generally be able to see Free World forces at all times. The FFrcc Worid 
commander uill genendly be able lo see oidy those communisl unils thai amis diiecUy 

adjacent to iroofn. 



Selectine Orders 

Move orders are ihe (asEea way to move litxjps from point '^i" \o poml "y". Further- 
more, U'slheonly way UStnfaiiiry and aiiiQery bfliiobonscan use helkupier lift lo "^urap" 
&om one poini lo another. Tlie great disadvaiHage is ihal unila are exiremdy vulnerable lo 
anaclt. nieiefore as a general you must 'lactor in" to your calculaiioos the S hours or longer 
units need to shjft inio mobile formaljon before ihc move. rdJowcd by another 8-^ hour^ 
lo Ehift to more bfliileworihy formations afterward. A unii moves slower when moving out 
of a hexadjacentioaa enemy uiut. 

Attack orders ate useful gencml -purpose orders not only lo allack enemy posirioas, but 
also ID makestion tactical movement where ihieai of attack or ambush is high If Ihe enemy 
is appealing and disappeanng frequentiv, it rnav be unwise lo give youi troops speci&c 
flUack targets Instead, leave [he larget for jtutk to the commander's discretion (i.e., pul 
ibe unit under "local command") 

Supporting uniLs tQiullery, airtraft. eic.) bombarding di-'vtani l^rgels must use "attack" 
ordeR. For example, to have artillery bombard an enemy five miles away, you issue Ihe 
a/lillriy orders to altatk that iaige[. The artillery antnmaiieally n^main^ ^uonaiy, shilts 
to deployed formation (if not Already jn iDandupcns 6reassoon as pcm"hle. 

Defend orders have vaned uses also. All other things being txjuul, the defender has an 
Bdvaniage over the aiiacker. T^icrrfoie |[ isbcitei lo be defending than anacking jn n ballle. 

As a communist commander, if your enemy fre-^uently movt?i in depkived formation 
(using "attacli"" orders) you may want in place defensive ambushes m his path. However, 
the. can be dangerous if your defenave troops are cajghl by amllery and an attack before 
they escape. If the enemy often usca mobile ft>miation youTI need to attack him on the move 
lochpLoit his weaknesp. 

As Q Free World commjindet, especially as an Amencan. youll often find yuurself 
puiung maneuver eLement^s into defense formauon as soon us they urntact the enemy, 
while calling in supporting weapons lo make the attack. 

Reserve ordets can be used lo put troops into a defensive formation, but avokl having 
them "Mig in". Unlike defense orders, reserve units do not auiomaucaUy improve defense 
fumiaEion toentiEnched and fortified formauons. 

Objecdvwcan he any [tistancc away. Each unit will select its own movement path lo 
this objective, avoiding difficuLt temun and moving around any blocking units. Voull find 
that over king distances Ehere isa greaiet Lkelihood the unit wOl choose a rouie thai is inibally 
attractive, but ultimately requires ii to n>ove inefficiently through difficuJt terain. In other 
words, unit commanders tend to be "short sighted" In selecting movement routes. Therefore, 
as a commanding general with a wider perspective, it's your job to plan a few mtermediaie 
objectives dial guide Ihe unit ctMnnunder. 

In Huid batde siiuauons where Ihc enemy is appearing, disappearing, and moving 
lapidly it's often better to give unit commanders "their he^td" (allow ihem to attack and 
defend under local command). Somelimcs they make mistakes, but they can rcaci faster 
tD die changing situation and diuscan exploit sudden appeaiania and opponunines before 
new ordeis from you reach Ibem, Expect your unit commanders to be creative jind aggres- 
sive. Don't expect them to retreat or avoid Ihe enemy until after lhey^e bloodied Iheir nose 
(and even then their retreats an: usually very small) 

Combat 

Cimibal Pliinning: When a umi is ordered to attack an ot^eclive, it allac^ any enemy 
ia thai poation. U a urui is anacking wiihuul an objective, it sdoOs a ncuby enemy and 

moves 10 anack ihcm. 
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When a umi attacks an objective it wOl move to occupy dial locatiixi as its Gr^ priority. 
It will do this even if enemy defenders move elsewhere. Once the objective i:^ occupied the 
unit reverts to attack orders widiout an objective, and may leave its location to attack a 
nearby enemy. 

Combvl Coordinlion: If two or more units attack the same enemy dwy automatically 
coordinate and sappon each other if the attacks occur within an R-hour period. As the 
general commanding. youH see each unit reporting its attack separately, but in reality QiC 
multiple attacks arc mutually supporting and produce an effect gicaicf lhan the sum of die 
individual uniLs. 

Combat Results: In most buitlei casualties ate not large. Loses of 5^ in one exchange 
are moderate, 105 is significant and over 10% is very large indeed. Unles the enemy 
surrenders or is overrun it's nearly imposiible to wipe out a unit. 

Udie attackers arc substantially stronger than their largew, the targets may retreat afier 
batUe. Umis unaUe to retreat due to blocking friends and/or enemies suffer gteaier casualties. 
H die defender does retreat (or Ls eliminaied) the attackers may immediately occupy die 
defender's ground. In harder fought battles the attacker may take a while to occupy die 
ground, or may never do so. 

ffaltadfetb enci:>unier very serious opposition, or bombardment attacks appear to have 
no effect die anacking unit may report the enemy is too strong and cease attacking. If you 
want die unit to attack again anywav, youH have to reissue attack orders. 

LOGISTICS 

Supply 

Consiunpttofi: Unit; consume one day's worth of supf^y for Toutinc maJnienance and 
operauons. In addition, every t miles moved consumes another day's worth of supplies, 
liach attack during the day consumes about 65'^ of a day's suppEy while defending against 
each attack consumes about 3(Kf of a day's supply All ihs supply consurapuon is 
cumulative. Therefore, a unit that moves far. attacks frequently, and is attad^ed frequently 
can consume many days' worth of supply each day' 

Lines of Conununkaljon' UniLs that relv on ground re^upplv trace hnes of communi- 
cation to a suppiv base it one lscIoU! enough, or a headquarters if a base is too ^ away or 
the route is blocked. Lines of commurucaiion are traced direcdv, with no turns to avoid the 
enemy As a result, an enemy near or on the Unecan interrupt supply periodkallyr 

Free World units were often served by helicopters for supply. 'Riis includes aU units 
viiih hdicoplei^ for movement, as well as a few special unit garrisons with helicopter fields 
built specificaLy for resupply.ln all these cases no line of communicauon is necessary. These 
units always gel sup^ics every day 

LlnstippU^' ^^^it A umt cannot trace a line of communication and has no supply of 
Its own. It becomes unsupphed. Units in dus situation always send you a mesage reporting 
dior flight Unsupplied units move at roughly half speed, have only 50^ power if attacked, 
and cannot attack diemselves [Iheyll try lo adopt deployed formation, but won't carry 
diiough [he aaual attack ). 

Army SuppJy Resources: The overall amount of supply and resupply available to an 
army is listed in U>c Ba|i]e Bnefings. Tlie amount will either be "Ample" (each unit receives 
several day's supply when resuppiied). '^ufficicnf (each unit receives about one day's 
supply when resuppbcd), or 'Critical" (each unit receives les than one day^s supply) 

ff your army smns inacriucal supply state, units will run out of supples immediately, 
ff resupply Ls also in a critical state, you will need to husband your supplies by restricting your 
army's activities (keeping movement toa minimum and making few. if any, attacks). 



ReptacefTtenLs & Reinf orcements 

RepliiffimenLs are avflilabk to eachand cvciy unii anomaiically. Uniisoul oftoniacl 
wiCh lJic enemy receive more le^daceineDis, Io^h ih&n units in tximbaL The ntunber of 
replacemenu; ihal arrive per unil listed in Ihe Batile Bnetin^ for each game. 

Rcinforcemenis appear at a gieafic locauon at a sftfoJic time (see ibe Battle findings 
for lhal game and s'^riaul). [frriendly or enemy jiiiLs cxxupv the ^val location [he unii wOl 
ncA appear until ^pace is available, hi many axs there is only a probabihty of a unit arriving 
on time. If a imitdoesnoiarrive on time it may appear ithorlly theieafler. 

VICTORY 

Each baitle has jis own victory conditions. The ijbjectivB [o each side arc given in dii' 
Baldt Briefing for eadi variant. 

Victory calculations and compansons are always bawd on hisioncal objectives and 
considerations. They arc no) ludged" to produce a balanced ^;arae. As a result, some 
^tualLoa^ may be fairly easy lo win. while othei3 are quite diDiculL 

Asa general rule, uiDicung casualties is the mosi imporliint considemuon m the game. 
Each man and pia:e of oiuipmeni "Uhe" gives the oppcsiuon a certain number of pomts. 
These poinLs are factored m with terrain objectives todetennine relative advantage during 
thf battle as well as vicLor^ aRerward The difficulty of i purlicuLai bartie and varioni is atso 
faciored mio the calculations 

A few teiram locations are "critical objectives" in the game Capturing ihesc may give 
a side automauc and immediate ^ieloiy, rcEardless of casually levels AlUiough ^uch 
victories are rare and difhcuLiioachievE. don't forgec thai ujust nught cccur! 
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IV 

BATTLE BRIEFINGS 




OVERVIEW 



Hie Games 

ConfHct In Vlctmro contains live ^ttxs amulating five of ilie decisive balUoi of Lhc 
Vietnam war. Each of ibese games iadudei several varianLSr The first \^nani a always ilie 
hislDtk&L siluaLion, and Lhe others picsent eilher differeai lengUis of play or histoiical 
" whai-iP stuAiioas. 

Prdude: Dkn Bien Phu, 1954, the 5m gAme. recrcalcs tbc Bnal batllc oF Lhe Frencli 
colonial war The hisioncal Qluauon is specially designed Lo serve as an inirodiictory game, 
and die oibei vanani preseoB a bypoibeiical aiuaiitm in which American heavy bombera 
support an atiack b> French ifoopt to lelievc die foiucss. 

Into The Valey: la Dnng, 1965, presents the tijst swiriing vicloiy by the American 
airmobile First Cavalry Division, which defeaced a division -siTed Narih Vieuumese fors 
ancmpimg ic drive acros die Central Highlands lo \he sea. It has shon and long historical 
van^nts aiid a !enes of hypuEhetkal aluadons dia[ allow you to eupcriment wilh diHeteni 
force mines of airmoWe infantry, armcHcd cavalry, and jungle-Iiained light infantry. 

The Tide Tuma: Khe Sanh, t96B« recieaies the climactic batik in the northemmobi 
province of south Vietnam, the batde which ended American escalaiion and b^an the 
long process of disengagemeni. It includes an historical variant and a sene^ of alternate 
Communis; deployments thjil can be randomly selected in order to recrcaie ihe uncenainiy 
^ced by ihe Amencan commander 

EnqMy Fohhook: Cunbodii. 1970, btimulaies the American and South Vietriamese 
aiLacl^ on the Communist unctuarifs to capture COSVN, (he North Viemamese head- 
quarters- As in The Tide Turns, the varisnls in this game present alierrmtive Communist 
defrioymenis, so the American commander must, like hi^: historical counterpart- plunge 
inlo the unknown. 

First Cracks: Quang Tri, I97Z, the last game, reproducca the North Vietnamese 
blitzkrieg acros the Demilitarized Zone that shattered a South Viemamev division and 
shook Uic country lo its core. The game includes a ihorl historical variant recreating die 
imiial onslaught and a long one carrying die battle dirough the collapse of die South 
Vietnamese outside QuangTri City. 

TTie Battle Briefings 

These Battle Brief^np^ contain informadon pertaining lo each of the games. Some of this 
information is vital to play of die game; some is induded to enrich the expenenttofplay. 

Each game is introduced by an historical background section and a ^hoit narrau ve of the 
battle, lo help you understand why the batde was fought and how the actual commanders 
handled iL Following this material is the "Guide to die Game," which presents specific 
information EV^cesary lo play each of Ehe variants. 

The Battle Briefings are designed to be used in whatever way you feel most comfonable. 
If you want to just pick a variant that intere-^ you and play it, simply find the appropriate 
section, look up your objectives and initial situation, and boot up the game. If you want lo 
focus on a particular battle, read the background material and plav each vanani in die order 
laid out ui die "Guide to die Game " And if you want to experience the history of die war as 
9 whole, bt^n with the first game, reading the background material and playing die variant 
a^ presented, and then move on to each of the following gamam die order below, juslhke 
reading Ihe chapters erf & boc*;. 



Order of Play for Ganies and Variants 

To follow CONFLICT IN VIETNAM from beginning to end. die onier of games and 
variants below is recommended for solo ptay. This gives you a full historical appreciation 
of actual events and alternauve pcssibiliries — an interactive mditary history of die i^ar. 
Read the text accompanying each game and variant to maximize your enjoyment and 
undersunding. 

Game variants widi iwo asterisks ('■) are especially valuable to an understanding of 
die war. and are highly recommended. One asterisk [*] represents an inieiesdng and 
potentially valuable historical lessoa Aside from which side is you die player {and which ls 
controlled by die computer) aU other game options are your preference, see pyge 9 for 
detailed information on the game options. 

Bien Phu {Game 1)1 

■■ Variant Y -.Frve Worifftlr>vr, Communist Computet. 

Variant I : Free World Computer, Communist FLiyer 

(Recommended primarily to beginners as a Cj>ntmuution of the tutoriaL) 
' Variant 2. Free ^'nHd Player. Communist Computer 

Vanani 1' Free World Computer, Cornmuriisi Player. 
laDrangtGaiHl): 

Variant I . Free World Computer, Communisl Ftayer. 

Variant I : /hp ^'orUFiaver. Communist Computer. 
" Variant 2: WoridFiover. Communist Computer. 

* Variant 2: Free World Computer, Comtmitmi Fiayer 

■ Variants 3-5: Free Worid Fiayer. Communist Computer, 
Vananis 3-5; Free World CompuiCT, Comrmmisi Fiayer. 

KlKSiinh(GanK3l: 

■■ Variant hFree H'orfJ How/; Communis! Computer. 

* Variant!' Free World Computer, Comrtmnat Piayer 
Vananis 2-4; Free World Pktyer, Communist Computer. 

Variants 2-4; Free World Computer. Commum.^1 Player {^yiji% one of the 
variants is suHicient for hisiorwaJ undcreiandingl. 

* Variant 5: Free Worid Flayer. CommurusE Computer. 
Variant 5: Free World Computer, Ctunmuni'H Player. 

Cambodia (Game 4|; 

Vanant \ \Ftee W-'or/d /'tore'. Communist Computer, 
Variant 2: Free World Computer, Communisi Playvr. 
Variants 2-1: Free World Flayer. Communist Computer. 

* Varianis 2-7: Free World Computer, Ciimrnanisi Player 

■ Variant 8; Free WttrLl Fiaver. Communist Computer, 
Variant 8 Free Worid Computer, Comniurasi Fiayer. 

QuangTri (Game 5}: 

- Vanant i.Free H'o/i^RfliiT, Communist Computer, 
Vanani 1: Free Worid Computer, Comrminisi Fiaver. 

■ Variant 2: Free World Computer, Communal Fioyer. 
■* Vanant 2: Free World Pioyer, Communist Computer. 

**finnu'vnriHni is f^^wully valuable loan undersUnding<f ibewBr. 
'Game variant is an interesdng and potentially valuable historical ksson. 
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GAME ONE 
PRELUDE: DIEN BIEN PHU, 1954 



Historical Background 

Wben IbeGia AmericaiJ miliary advismwennoVjcmain in 1955, few refllizol tlwlthty 
were merely Ihe latesi in k long line of foreigners who soughl lo dominaic thai region of ibe 
globe. Since ondenl linua Ihe Chirase have rtpcauafly mcd lo conquer ii; in ihe ninelccinh 
ceniur> the Freoch look ii as a colony; in the 1940*5 iheJHpariKe^?£d upon ihe FiKndi 
defeai in Europe to ealflbiish iheir own supremacy, Hitir defeat in J945 created a vacuum, 
and the resuliant tunnod has still rKrl come lo an end 

FrendiRule 

The French, who endeid up on die winninE side of World Wir H, sought to ic-csiflblish 
ibor nilc dkr 1945. However, even before ihe war Vietnamese nanonalisis had opposed 
dicm, and dieir numbers and power grew during the Japanew occupation. In paracular, 
the Vieinamese Communist pany emerged asa miliianl and unyielding opportem of colonial 
rule. Under the overaD leadership of the wily and chansmatic Ho Chi Minhn the pany, 
known as die Viet Muih, fielded a growing guerrilla anny commanded by Vo Nguyen Giap. 
After 1945, the French and Viei Minh made a pretense of coexistence ai first, bui bccaase 
ihdrgoah were limdamentally inecondLible iheir relations detenorated rapidly. The French 
steadily strengthened their garrisons m the pnndpal towns and cities while die Viet Minh 
enpanded their mfluence in die countryside 

[n 1 946 skirmishes broke out across the country, for ihe meet pan hii-and-run attacks 
by [he Viei Minh againsi French ouiposB. Whenever the two sides fought a real batde die 
French oul-gunned the guerrillas and ea.sily destroyed them. The problem was, the Viei 

Minh usually managed to away. 
Since the French did not have 
enough men to defend everywhere, 
U>cy gradually lost control of die 
couniry^idc. Supply problcmi: com- 
pounded iheu dilSculties, for dieir 
army wdi half-way around die 
world from its bfljse, and die French 
people begrudged ihe money needed 
lo restore diis peripheral possession. 
By 1953 French control was limiied 
to the Red River delta and scattered 
dties to the south. 

The Opposing Strategies for 
1954 

'Hie French were well aware 
diat dkeir sicuauon wasdeienorating. 
They were paiucularlv concerned 
by a widenitig die war dial 
m early 1 953. when three Viet Minh 
divisions staged a large scale raid into 




Laos, which was also a French colony. However, die French command also saw in this 
development an opportuniiy For the Viei Minh to operate outside Vietnam, they would 
have to depend on a long overland supply line, [f die French could create a fortified ouiposi 
inteidicting diis route they could either di^irupl enemy communicatioTi through aggrcfsivc 
patrolling or, d^ the base was besieged, force a fight in which their superiority in conventional 
warfare could give Lhem a iclling victory With peace talks m the offing, such a victory could 
be crucial m determining the ^ettlemenL Therefore, despite the risks ofcrcating a base totally 
dependent on air liansporl for te-supply deep in enemy controlled country, in November 
1953 a French force parachuted into die valley of Dien Bien Phu^ which lay athwart die 
mcsldu™ route between northern Vietnam and Laos. 

As Giap watched the French fortify their new baEe^ he too saw an opportunity to score 
a decisive victory on die eve of die peace talks. He b^an by staging a serifs of attacks 
scattered acrc^s the country, to confuse the French and lie down their reserves, Meanwhde, 
he began a gradual build-up of troopG in \he hills around Dien Bien Phu, Moreover, he 
organic thomands of portets to carrv disassembled heavy artillery and anti-aircraft guns 
through the jungle lo positions overlooking the valley, a feat [he French had considered 
impossible. The Viet Minh \hix^ sealed die gamson mto its fortified volley, and threatened 
to overrun it if it aitcmpied to evacuate, 

Giap had only to wait until his forces pooessed an overwhelming superiority in men 
and guns to put jntneffeci the last element ofhis strategy, lo "WIPE OUT AT ALL COSTS 
THE WHOLE ENEMY FORCE AT DIEN BIEN PHU." 

TheBalde 

The French defenders occupied eight major forts, each named for one of ihe commanders' 
supposed girl fnends. Five of the forti clustered in Ihe bean of the valley around die airfield. 
Two occupied nearby hills to die north, while die last, Isabclle, lay in the valley lodiesoudi. 
Together, they contained about 12 battalions of infantry, olmosi 30 medium howitTcrs, 
and 10 tanks. Six fighter-bombers were based at die airstrip, and do?ens more flew from 
aufields near Hanoi and an aircraft carrier olT die coast, Whde hardly sangmne, die French 
faced the corrang ordeal with gnm confidence. 

Despite his desire to deal the decisive How, Giap waited patiendy before striking. By 
mid-March he had concennated elcmenti of four mlantry divisions loiahng almost 30 
batialions and an entire flfiiller^ division with over IOOmorTflri,iieldguns,and anu-ancrafi 
weapons Tlien,on March 13, he unleashed a [hunderous banagc, and followed ii up widi 
massive human wave attacks ihat overwhelmed the two hilltop positions, givmg die Viet 
Minh artillery complete command of the valley. Tlie mlantry began lo construct trenches 
encircling the fortress for Ihe next two weeks, as die artillery pounded die defenders and, 
mcfii vitally, closed the airstnp. 

On March 30 Giap resumed the infantry attack, hoping lo deal the final blow. However, 
while his troops made some headway, they lost horrendous numbers of the army's hnesL 
uooft, Consequendy, Giap changed tactics, totally abandoning human-wave assaulis in 
[nvor of a classic siege. While die andlerv battered die defenders and anti-aircraft ^uns kept 
the post isolated from all but parachuted re-?^upply, the network oFuenche^i gradually dosed 
in on the fonres. Having failed to bludgeon it to death, Giap now resolved to strangle it 

While [>ien Bien Phu was under siege, Ihe French reinforced it widi several battalions of 
parau™pcrs, and they also set m motion an operation to relieve it from the outside Code 
named Condor. thLs operation involved several units already operating in Laos and several 
more thai were to be paradrt>pped at a rendezvous point. After linking up. d>e force was 
to move north through the mountains and draw off or dnve off die besiegers. 
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Plauable in theory. Iht plan ran uilo xvae problems In pnctice. Air transport was 
alreuly ovcntraiDod supplying Dicn Bicn Phu, and few reserves of iroofs wm available. 
A limiled operation whs pul ialo motion, buL it \vhs \ao liide loo late, and everyone 
concerned was lucky thai the inain body wat never coiimtiticd. 

As (be French lealizfd the hapeleanes of ibor situation, they tumcd to thdr ma^or 
benefactor, the United Slates, Anenca alre^dv footed SO^ of the biU for the war in the name 
of anii-comfniinisai, and so the French had good reason to bebcve they would come to their 
rescue TIk French tequealed a masi\? sDike by American B-29s, ihe heavy bombers chai 
haddone-in Jacan. arguing thai a saturation <itrikc would shatur the dug-ia Viet Minh and 
turn inio a potEntial caiHsiiopfae into a dedsive victory. American airpow^r epthusiiuu and 
China lobbesEs endor^ the kka, code named Operation Vulnue, and the Air force sent a 
special envoy to audy the possibihiy. Nixon, who was Vice-President at the time, reported 
thai there was even laJk of usirg a few small atom bombs. 

President Eisenhower balked, however, partly because he hadjusi been elected to bring 
(he bug, bloody war in Korea to an end. and partly because he could not find a consensus 
in &vor of intervention. Britain, our dosest ally, opposed il, and doser to home, Uk leaders 
of Congress resisted Senator Kennedy spoke out against the pbn. arxl Lyndon 
Johnson, then Speaker of the House of Represenlitlives. opposed il strenuously. Mosi 
hnpOTtant of all, evea the Joint Chiefe of Staff were divided over it. The Chairman, an 
admirsL and dw Air Force Chief favored Ihe strike, but General Matthew Rklgeway, the 
Army Chief, who was jua back from comnuDdiog the US forcfs in Korea, dissented, 
arguing Ehai even if an airsirike succeeded in breaking the siege, at least seven American 
divisions would be needed to continue die war, twdve if the Chinese intervened. Faced with 
acommiuneni of such magnilude loa cause so uncertain. Eisenhower rejected die proposal 
and left the Dien Biea Phu to iis late. 

With no help on d>e horizon, the onset of the monsooc rains in Af^ completed d>e 
ganison's solaiion. On the evening of May 1 the Viel MirUi began their 5aal a^ulL The 
French fought with dentate oouiagc. but [he Communis displayed equal ddermination. 
and thdr weight of numbers made the struggle a matter of time. They advanced from the 
East, South, and West, and gradually sized one fort after another. The French command 
in Hanoi auihorizai a brcat-oui. but by thai dme the defender were too weak to make dw 
attempt. The main unison's lasE stronghold succumbed on May 6. and Isabdle'^ defenders 
surrendered die next day. 

A handful of men escaprd in dv confusion and made their way to friendly forces, but 
the French Icfit over 1 6,000 troops in the dd^e. They had iafikted over 20,000 casualttes 
on the enemy, but the defeat proved deosive. Smitten on the ficW ofbatde. the French people 
liH all heart for ibc war. and her diplomats lost ail bargainmg power. The war and the talks 
dragged on until late July, but m die end the French agreed to Communist control of [he 
nonhcTTi half of Vietnam and to national elections diat almosi surely would unify die 
country under the victorious Ho Chi Minh. Laos and Cambodia gained complete 
iDd^xndence and the French aimy wididrTw from the region. French rule in Indo-China 
washtstory. 




Guide To Hie Game 

Pr^ude: IHen Bien Pku. recreaucs the final siages of diis epic st(%e. It b<^ns with die 
GnalasaulEbv the Viet Minh. and ends on the day the last fort fell. The &ist Variamt^ TTip Ent/ 
of Empire, presents the historical situaiuon in all iis hopelesfues. It is virtually impossitde to 
wina.siheFrench>sothegame'sfunctiionisioserveasa9mple introduction to the medBnica 
ofplay. The second Variant, I'uJrwre.'.'J4nffncaMft'ri™:?smiibtesahypodicticalattackby 
American B-29 heavy bcanbcrs and Fn;nch paratroopers atlerapung to reUeve ihe beaded 
ganisoiL This Vatianl presents a more ttolanced and challenging situation. 

U ii sugficsied diat you sian by ptoying the French m Vanont One, and dien, especially 
if you ore a novice player, the Viet Miinh. Once you have masieied the mechaniics of play, 
you can move on (o command the Fremch in Vaiiani Two. and last the Viei Minli. 

VAMANTONE 
The End of Empire 

Introductkm 

The End of Empire presents the fiinal assault on Dien Bicn Phu as it actually happened 
Isolated, outnumbered, outgunned, anid all but out of supplies, the French stand tvj chance of 
defeating the onslaught, or even of holding it up for any significani amount of ume. The game 
LS included to boih ill ifrtiaie the desperate straits ui which the French found themselves and lo 
give players a chance to familiarize tthcmselves with the game system. Veteran] wargamers 
will find it an interesting and mcrcifullly bnef diversion; novice players should read along in 
the tutorials bdow while plavmg their ffiist games. 

The French 

The French Objedive 

Ynurob|ecuve is to hold out as lomgas possible with all diat you have. It is unlikely that 
you lAill be able lo hokl out until the emd of die game, but you may be able to Goiod luck! 

Vktory Conditions: The French winif they can keep the Viei Minh from ^ning 150 
Victory Poinlf. Thev can win auLomaiti[ally if they izaptuie the three forts that liavc already 
^Uen Tbeyalso wmiftheycancapTurccthc m(ion. 

Frertch Sf enario Data 

Slait:3pm.May M954 
End:bpm, May7,W54 
Inhial Supply: Cntical 
Resupply Rate: Cntical 
Off-map Supply: For air only 
ReptacemenI Rale: 25 men per umiE per week 
Reinforcements: None 
^ied»l Rules ^one 

Tulorial 11 Commandine the Prfmcti 

To begin, boot Lhcdisk and select Game I, variant I with die default optuons. As the 
program finishes loading, ptea T" to Ifrecic play, m you can get oriented before continuing 

The first thing lodoisjusi look att the scieen. The bottom dirct quarters contain a map 
cf ihc area around Dien Bien Phu showing die prominent len^ain feaiuFs mounlriirii. 
jungle, roads, and so on, with the opjpcaing units deployed in dieir opening positions. The 
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terrain snd UHiilsjiredi'H.'usscd m (he"Tlie An of Command in Viimair]"dndtiiimm»n/*:d in 
[he UniiandTTerrain Tables on ihe tenitdolJ area. 

Hil "T" i ki icmovc ihe uniL^ from ihe map and lake a momcnr lo famdiiin/i: youp*]f 
wiihihediffetreniryf*^ of terrain N<i((;thtfpai[emrfierraLna>»dliuiheLrdiiidufllfmLires. 
In pailicular,, note thaiihe Fretich bruarrindisd tlusiered in ihe open valky. iiurrounded 
by foFeiied hiilbi. 

Now iiw! ihejoj^ikk or cursor key? lo move ihe blinking grry cursor around Lhc map. 
Move (he cunsor overone of ihe fons and prcM'C". This will bring up iLs nn me and victory 
poin[ volutf onn Ihc icxc display, ihe grey sin ps ncr<>s^ the lop liuarier of ihe strcvn. Yau tiin 
also gel this imformanon fjom Ihc Batllc map. 

Move ibee cuisor up agamsi iht lop edge of ihe map and keep pfcwng, as if vou warn 
10 movtf II otff. The screen will scroll up, lir^i revealing more of die baMlelidd, and then a 
wide blue liinip beyond. ThiN is the French sanciuarvi, where iheir aircrafi are ba-^d nut of 
range of Ihe Wit.1 Minhanilleiy. 

Press "T" and \ov will Mje ivto planes appear. These repnseni the I\^i.i squadrun?. of 
fighter-bomboers available for ground support missions. Move [he tuEv>r ovsr one and press 
Ihe joyslick l+mtlon or space bar. A unii ^lalu.^ rcpon will appear in ihe lew display. In 
addition lo idJeatifying ihe mufldroa [he report toniains informalion ahtui it, sirengih and 
activiiies. Tbaese arc evplained in ihe "How tu Play" sei.-tion. Take a mtnnenl lo look this 
KOion over^ wo thai you know what euth elemeni means. 

After yotu familiarize yourself wiih ihe various elemenis ofihc sifliiu report, it is lime la 
give your airaTafi liome orders, If you are uiingajoy^iiek, press the Irigger a second iirne and 
ihe le*i diipUay will change [o the command menu. Push ihejoyMicb up so ihal [he high- 
light moves ffrnm RESERVE lo .ATTACK. Pu^h the ingger again and ihe text display will 
say ATTACMCING. If you are using the keyboard, simply press "A" [micad of ihe [rigger 
and you imII pgei Ihe same message. 

Now movee the cursor dowTi until ii is over a Viei Minh uniKonL-ot iheiedone^f If you 
arc using Ihe ; joystick, press ihe [rigger; if you are using the keyboard, press ihe space bar 
You will see I in the ic^t dL«:play either SO LSFORMATION or nn abbreviated uml siatus 
repon, depenading on what your intelligence services know aboui ihc unit. Check out several 
units unul yoiu decide on whii:h one vou want vour air unn to attack. Press the joystick 
irigger once imoreorthe "H" key and ihe lext display will tell you WHO has jusi been given 
iheobjecuvc [and how faraway ti Ls{\viih an Apple joystick, pres the SECOND Tfre button 
10 designate ilhe larget). Now move ihe cursor back up to the olhcr air unii and n-peat this 
procedure lo aassign it a latgeL 

After youu finish telling Ihe aircraft what lo do, use Ibe cursor lo center the screen on 
Dien Bien Phnu. Move it over each of your infaniiy units and check its staliis. Practice issuing 
orders by preessing "D" (Defend} or using the joystick and menu and then "H" (Here) lo 
assign its pre»senl location as its objective. Even though theic Is nowhere dse for these unim 
to defend, il iasagood idea to gel in ihe habit of giving defending units iheir current position 
as iheir objcativc. Olherwiie^ in a more open situation vou may End that a hole suddenly 
opens in yotur line because a unit left lo defend under local command has decided to 
nxleploy lo wvhat it diinks ts a better pcEiuon! 

Now mo>ve [he cursor (iver the Claudine gnmson and call up its status. Note thai ti hai 
artillery. Pieaa the joystick button again and set the highlight on the menu lo "ATTACK" 
or press "A"' on the keyboard. Move die cuiior over Viet Minh uniLs and check their 
strengths untiD you find one lhat you want to attack. Press ihejoyslick bulton or "H" again. 

Now ihatl you have issued your orders, youari? ready m begin piny Hil "F" [oun-freeze 
[he game, anad sii hack lo watch [he carnage. Note th&i the sinp at the bottom of Ihe text 
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disr^y wiD now tell you [he dme, dale and the weaiher conditions, ^ndl Uiai the trut di^y 
will begin Knding you meaagcs. As play prfceeds. use the cursor lo aacteffi various uniB. 
noting the relative sirengiK'^ of the tvo Eides. Vou inay bave several moorc opportunities lo 
strike wiih your aircnifL and artillery, although the weather may interfecre with ihe lusi and 
Vb« Minh aitacla may Kuppfcss the ^lecond. Try to (dUow the decline in ctSectiveDes of your 
imils as they sulTcr attacks and run out uTsupply. 

When ihe game ends, eiiamine the gune nalia report in die Urii dL'^play to see how the 
situation was al the end- When you are fiuisbed looldug dial over [press "7" and then 
RETURN loeoiQ theawaidiceiemonv. You will see that your pcrfonrmance is roi rated 
vefy highly, but you can console youreelT thai the men who were reiJIyy in conunand were 
some oFFrance^s best and farighisi o£ceis. [flhey couldn't puD it ofll yoDU shouldn't feel bad 
if yotJ couldn't ddicr. 

The Viet Minh 

The Viel Minh Obieclive 

As coramandei of die People's Ubemlion Army surrounding the FFrench fameffi. you 
will kad die fuul assaulL You should try to win as quickly as possiHe inn order lo maximoe 
die enemy's demoraliza Don on die [:ve of Ehe Geneva ijUks. 

Vlclory CondhkmE You must gain at least 150 Victory Points i in order to achieve 
victory. If you capture all five of the enemy suong holds, you will win ann an lomatic decisive 
victory, youi real goal. 

Viel Mnh Scenario Data 

StKt3pm.May 1,1954 

Eild:6pm, May 7.1954 

tnttial Supply: Ample 

Resupply Rate: Sufficient 

Off-map Supply: Northeast and Nonhwol 

ReptacCTwnl Rate: 50 men pel unit per week 

Reuiforcemenls None 

Spedy Rules: None 

Tutorbd 2: Commanding The Viet Minh 

As Viet Minh commandei, you will find that you have many moree decisions to make, 
although almost any you make save craven leireat ^ould bnng you vidciory. Neve^cless, 
playing the Viet Mmh will give you more experience with [he mechhanics of the game, 
andintroliice you lo some oftheiaciical decisions thai hekl cominanderss mid make. 

When the disk boots up, select Game 1. variant 1 with the dcl^auli options except. 
of murse, that this lime the Computer should play the French and you s should lake the VieC 
Minh. Once again, once the game has finished loading, pres "P iaitvcGt play while you 
have a look around. 

Use the joystick or keyboard eo move die cursor over your units. N^ole dut whde rmsl 
of Uiem have attack orders, they do not have objectives. Yon should lookk at the deployments 
of youroUTi and the enemy^s units and deckle where you want to open i the altack. The bc^ 
place IS probably against Hugucile, in the upper kfi of the French poosition, because you 
have four infanuy units adjacent toil and two mortal re^menis within nrange. Pul the curHir 
over one of the infantry units and prea "A" or use diejoyslick button to aaccess the menu and 
move the highlight to ATTACK. Then move the cursor onio Huguetaie and press "H'' or 
pn!^ the joystick button twice. Repeal dus for each of the odier in&iantry luJjflcent to d>e 
targeL 



46 



flavingseiup your iidhntry attacks it is Eime Eo assign your artillery support Move die 
cursor over one of the mortar units within iwo cursor movfs{heKes}of KuguetEeand order 
it lo attack. Move die cmsor back to die Fiench piece and asign it as die objective Repeal 
diii widi [he other mortar. 

Now you should dedde how lo allocate your king-range artillery support AU four of 
your Bitillery n^menis can reach Huguette. but you should probatdy use at least one lo 
bombard die French base unit Claudine, because d you can force it onto die defensive, 
you will suppress its artillery tire. On die other hand, you should probably direct die Eres 
of at least two of your big guns on your pnmary otgective. You should decide ejiatdy how 
to use them, and isue diem the appropriate orders, or you could even leave one on local 
command (by giving it noob]ect]vc)}U!ntosee when; it chooses to tire. 

Before you b^in play, you should order your other infantry to defend for the moment 
to conserve dieir suength. The [wo mortar^; dial are oui of range oS Hugue^, can be 
assigned targets, either in conjunction widi each other and the artillery, or individually, 

Wiih battle plans set and orders issued, you should now press "F~ and watch your attack 
unfold. Unlike die hapless French commander, however, your job is not done once the guns 
slart to fire Instead, you should liLeep track of your units, making sure that they press the 
attack even if they encounter suong reliance, and listening to the sharpness of dieejipbsions 
when thev strike. As difse get louder, it means the enemv ls weakening, and vou must h?^ 
to think of your neM move. 

Once Hugucne falls, you lihould probably move against Dominique, since you will 
have four infantry regiments lo bring 10 bear against it including whichever one moves mio 
Huguette. Even before dial happens, though, you should begin lo pound die Etomimque 
garrison with artilleiy and monais to soften it up and imniniize your inlanlry leases. 
Remember d^at in addition to die damage from your ground attacks, die enemy is suffering 
from B lack of supply, and is therefore growing steadily weaker. Once Dominique fa^R 
die odKr two forts in the main posinon will not be iar behind, and Isabelle can be Gnished 
off last 

Once you have won your glorious victory, you should check out die tinal report on 
losses and pres aixl RETUflN to receive your well deserved award- While vou may 
feci ready to go on to vacutnt two, if you an^ a complete novice it might be a good idea lo 
plav the Viet Minh once or twice more. eKpeiimenung with diOerent use:^ of artillery tire 
In particular, you should try ordcnng your infan[ry to defend initially, make one or two 
strong artdlerv attacks, and then order die InfanLrv to attack. You should tind that this tadic 
reduces your casualties cocskkrably, 

VARIANT TWO 
Viihure": America Interv»ies 

Introduction 

■■fW/ftre"^mmaj/ni?npnc! allows you lo reverse EBcnhower's decision lostayouiof 
the conflict and find out if American air power could have saved Dien Bien Phu. This 
"what-if ' variant aaumes diat, with die Viet Mmh closing m, Fn^h and American staff 
officers in Pans, Washington, and Hanoi have engineered a powerful one-two punch: a full 
^ scale veision of "Condor", die maiomum available force transported in and supptied by 
American air force planes, anda masive version of Vulture, involving runety B-29s escorted 
by a simflar number of navy fighters, Aiom bombs are not available due to pohucal and 
diplomatic considerations, but otherwise ihe mightiest force avaOable to the Free Wodd is 
ready lo deliver a hammer blow Will it be enough to crack the nng around Dien Bien Phu? 
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Can you le verse history'siudgenieni? Pil youradf againS tbc Viei Minh id this vtri*nl and 



The French 

The French Obfedive 

Yoiu pnmary objective is lo break ihe s^e by opening [he souihem approaches to ihe 
fottros, SpcdRcflUVn von niL&i soze the village of Ban Pom Lot, wiih it& bridge acFos ihe 
Nam Nufl« and the road henis leading lo Isabellc, [f you can accompli^ Ihia you should 
achieve a taOioil victory To gam a dcQSve vicion'. you must push north of IsabfUe and 
cicjxr Ehc arcs betufcn it and die main encampmenl. Your seamdary objective is to dear 
the enemy from the iiorlbeTTi forts. 

Vlclory Candhkms To wui, you musi gain more Vinorv Poinis than the Viei Mmh, 
You can win an aLiIomaiJc decisive victory by capturing four approach hcxcb and/or 
Viet Minh hdd Torts, 

French Scenario DalH 

Stut3pm,May 1. 1^ 
End:6pm.Mfly7.ig54 

Inhkfll Supply: Critical (although noce that Lhts is in the army's supply pod; each umi 
aduallv earner considerable supply) 
Resupply Rale: Cnucal 
Off- map Supply: South wot 
Repbivmenl Rate: 75 men per unit per week 
Rdnfofcemenls; f see chan ) 



RdnTorceinefits: 

Due Taae UnH LocMkm Probobfflty 

VL/54 m 4/2 BPC South of [labcUe lOOS 

IslBPVN SoulhoflHbelle 100* 

3rdBPVN SraithoElubrlEr 100* 

t^l USN FS FjPDch Sancluflry 50* 

5/2/54 m indllSNR Ftcndi SaiKtuarj 50* 

Abbcrvuuou: 

BPC.BPVN^ wbelow FS^ FighlcrSqufldrm 

USN = US Navy m = midnighl 



Spedal Rules: AmerK^n bombers arc limited loa 28 mDe(hex) lange, 
Specud Nrrte: The following are trarisladoiis of the abbreviations leed for Frerichuruis: 
CM -- Mobile Group 
REI - Foreign Ugion Infanuy 
BPL- Laotian Par^diuce fiaoolion 
BCL - Laotian ChiLSSCur Battalion 
BP VN - Viebumese Parnchuie Battalion 
BPC - Colonial Patachuie Batialinn 
RALP - Airborne Lighl Artillery Regiment 
RCC- Armored Cavalry Rc^meni 

Tulnrial 3: Commandkig The French 

Aschegunp be^ns. freeze il BEid plitn your^nil^ This limeyou haves change. «o you 

should plan careFully. 
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Fir^i of all, familiarize yourself with your objectives, Pie55 the ~T* command lo remove 
die cIluct of unibi on the boaid, and refer once again to the FRENCH OBJECTIVES 
setDon above. 

NeRi. think about the terrain thai lies between your reli^ force and the garrison. 
Because of the uncharaoeristii: speed and eSiden^y widi which Lhc operation is assumed 
lo have proceeded so far, the rescue force haE cleared Limestone Pa^'iS, the last major 
obstacle on its march from L^os, Nevcrlbelcsii the terrain before it b hardly favorable to 
die altack. Your most direct route as the crow (lies leads through die jungje, over several 
major hilLs. across a significant water obstacle, and into an area of soggy nee paddies- T^e 
easiest njuie. along the road, loops around uj Ihe cast, and is dominated by rough tcnain on 
eiitier ade. However, any olher route will lead you deep uito the mouniainous jungle, so 
your only real choice is straight up die middle or a hook to the li^hu 

Having assessed the terrain^ you should now consider the forces vou have availaUe 
and Ihose which yoti will be opposing. Press'T" to return the units to the screen. In die lead 
you have a surprise element: a squadron of light tanks that were flown into Lids in pieces 
md hastily reassembled by American nod French mechanics Qown in with them (which iFt 
how die French got lOtankstoEKen Bien Phu m actuatiiy). Supporting them is a reinfortKl 
boiiecy ofrecoilless rifles and a battalion of infantry. On each flank is a lunher battalion of 
mfantrv and a commando group, fn addition, imbeknownsT CO your ortcmv another three 
batlalions of paratroopers are preparing for a night drop into the paddies south of Isabelle 
Last, but not leasLatiheiopofihescreenarethree wings of American B-29bombenH, along 
with all Ihe air asseis the French can muster. And if no Chinese fighters appear, Amencan 
navv fighters escorung the bombers may be able lojoin [he fray. 

Because of die secrecy and rapidity of your advance, Ihe >^iel Mmh only have been able 
to deploy a diin screen againsi you. Two baiialions have been detached from the besie^ng 
force to block die road, and their flanks are guarded bv the battered battalions of the I48lh 
Independent regimenL which your forces bn^hed aside eti route. Behind diem, though, other 
battalions are moving against you, and as you approach Ihe fonre^ you wdl ha vc lo contend 
with the entire regiments entrenched here. 

Time is of Ihe essence! You must move as rapidly as ptfisible through die rough terrain, 
or else the enemy will be able to build an impenetrable wall againsi you Usevour recoilless 
riDes 10 blast the enemy from a distance, and your tanks to smash duuugh his diin ddensffi. 
Keep your bombers active against the big formations whenever ihe weaiher pennits. 
particularly the ones on the southern sideoflhefortreH, and don't neglen to use vour fighters 
in the mobile batde further south. 

Finally, don't ovedook die offensive polenual of your forces in Dien Bien Phu itself. 
Whether to sortie, and if so, when, will be among the tnosi imporisni decisions cif the 
game, [f they move loo early, and ihey will be repulsed blooddy by Viel Mmh regimenls 
not ye^ softened up by the bombers; if ihey do not move or move loo late, and they may 
kEea chance lo swing the bde of ihe batik tolhesoudi. 

However you choose to conduct die attack, you will find yourself caught up ma hard 
foughl battle. Keep your forces on the offensive and '^Bon Chancef 

TheVietMinh 

The Viel Minh Objective 

In this vanani. months of careful preparation have been thrown into jeopardy. On the 

eve of viclorv, Ihc Americans have moved to save the French. Fodunately. the situation 
lan be ^dvo], and vou usii Miarth an even grcatei vicloi^ fiom thejawa of defeat. Kill one 
tiger, and you become a hero; kill two, and you become bngl 
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Victory OoodWons: You miisl gain more Viciorv Point than Ibe Fiendi. If you 
capture five of Uhe Ions aixl/ or approach hctcs, you wiU wiiibti Bulomatic dedsive vioory. 



Viel Mk^ ScKTuiio Infomutkm 

Stffli:3pm..Mflvl.l954 

Eii±6pm. rMfly7j954 

lidiiaiSupiDly; Amp]c 

Rcsuppl} rale SuffidenI 

RcpliKciTiFinl rale: 50 men per unil per week 

OH-mdp Suippiv: Nonheastand NorEhwfsl 

Remforceraienls The .V15/304 and 45/351 artilkiy regiment and Uic 675/351 
monar icgimemi do not Appear ai b\xi will appear in tlidr u^ual poaidona around 
Dien Bien Phu dunng TJie&^few days orbatile. This rdlons die fad the V^^t Mirih artihef)' 
was vciy ijarefutlly silisd Tor the siege. JTid would have been cumbersome lo bring, bear 
on a more mobille batde lo the south. 

Special ndes None 

Tutorial 4: GDnumndkig die Viet Minh 

Tbjs tutorial a yom gEaduaibn exercise. [i is done in ihe form thai will be foUowed in 
\he subsequeni ^mes: detailed mechanics and laoical pcesibiliueA will ac* be given, bui 
msicad lips on [fiay will be prescnled.These ore based on Ihcejipcriencaof Lheplayifsiers, 
vcLcian wargamieis who have played the games dozens of times. However, ihcse are nol the 
only, and pcrhaips nol even Lhe best, straiegis. 

The key to ^viaoiy in this vanani ■!» the river line, paniculai-ly the village of Ban Pom Lot 
if lhe French ann maintain a bridgehead [here, they wjl be tcry difliculi to defeau while 
if they can be hietd or pushed south of [he nvei, they will lindii almosi impcfcihle lo win. 
Therefore, you 'Should concentrate on moving units soudi id hold Ihii Imc, leaving Dien Bien 
Phu lobefinishied off once the relief force ha.'i been defeated. Thefuial baiile wfL pfobaWy 
no4 occur dunnjg the gfime. but that is okay, SI nee you u'lll wm on points, Reinember, move 
as much souQi as fast as possible^ push \hc French paiatioopers back, and dig m behind 
die nver. 




GAME TWO 
INTO THE VALLEY: U DRANG, 1965 



Historical Background 

AHouseDMded 

As French rvk came lo an end in 1954h no one questioned dial Ho Chi Minh would 
win the scheduled eiediDos. The victory has besiowedon him tremendous presugc. his army 
controlled half die country, and the opposidon was disorganized and in meet cases tainted 
by earUer collaboration with die French. American leaders, aware of Ho^s strength and 
preoccupied by the Cdd War, refused td sign the accordSs So, too, did Ibe nascent govem- 
rncnl of South Vietnam, 

The Communists &ced foitnidable ohsodcs in usiumng comrof of the Norft^ The 
departing French were formjdly correc!., but some coopemted with American and South 
Vietnamese agents in sbotaging the ecomomy and administration. Furthermore, huiuireds 
of thousands of Vietnamese were puUimg up stakes to move to the Soudt Many were 
Catholics; most of the odier^ were from die middle and upper clases. They feared per^ 
culion under the aUiei^ Communists, whio did indeed undertalie i luihles reorguitalkin of 
society and the economy. Hieir prograna of eliminating the landlord and n>en:hAni dasfs 
and collectivizing agriculture ar>d industry added to die dislocaiions following mdependcnce. 
For several year. Ho Chi Minh's goveiroment had no choice but to fociu on consolidaung 
power in dK half of Vietnam dKycontrolDcd. 

To the souUi. a strongman named iNgo Dinh Diem soon emerged to lead the new 
government. The Emperor, who had reigned ncsninaHy under the French, named him 
Prime Minister, smce Dem was one (the few non-Communisl nationalists untainted by 
coHaborabon. Once in power. UxHigh, Diem ousted the Emperor and. with American 
support contrived to gel himself elected PresidcnL He then suppressed several nval political 

bciions and mstituted an aud>ori- 
tartan administration. His owii 
relativQ played a pmninent pan at 
lhe lop of the govcrrmient. while 
Catbotio. a distinct minority of the 
population, dominated the civd 
service and army. Favoritism and 
corruption flourished even as Diem 
instituted a regime of sUtct public 
morality, the combination drove 
a wedge deeper and deeper between 
the government and \hc people. 

From War to War 

Counting on elections to reunite 
lhe counuv, the Communists with- 
drew many of their agenis Irocn die 
South, Many Vict Minh sympa- 
Ihizcrs Ded as well, and Dicms 
government damped ckiwn on those 
who remained, Consequendy. by 
dte time Ihai the Communist leader- 




ship realucd ihoi Diem, backed by tbc Aincnauts. bad succmled m bloddng dcctknu, the 
parly 2ppantu> in the Souih was Loo weak lo offer effective opposdon. Through the mid 
195te ihe Viet Minh, now known as Uic ViciCong. struggled in keq> ibcir political sinjcinre 
in eiisffiuLK, and confined the agiiauon lo propaganda, recmiiment, and oozasicnal actE of 
lerrorism- These had the df^rcd reaulE of heighicniiig Diem^^ rejnesion, so the insurgericy 
began [o gam populflE suppojL By I960ihc Viet Cong controlled some of die coumiyside m 
□lonofdKCOunLrv'sprovincf-i, and mostof ilin9>meof[hem. 

OrH:e convinced chat Diem had estabJuhed himself firmly. Ihe UniUd Slates commitied 
iGelf IG support him. In 1955 Ihe first Amerxan military advisors amved to help create 
(he Artny of the Reput^c of Vietnam, belter known as ARVN. Tiained and equipped as 
a coaventioDa] force, it was ill- prepared locomtEil the growing insuigcncy. lis uHlcmand 
men had little Lnuning and Icas inclination for the kind of civic action programs necessary 
to combai die guarillaL Fuilbemiore, its dependence on load-bound truck convoys for 
moMity aiul Euppfes made il cxiremdy vulnerable to bi-ard-nin atiado and amhusha 

Umlcr Amencan presure, E^iem^a government undeilouk a massive program lo 
rdocaie die rural population from it iraditional viUagss inio new 'straiegic hamlas". Nol 
surprianglVT dus program Eucceeded mainly in oLenaung die peasantry still funhei. Faced 
with a sieadDy deleiiorating siluation and inspired by die doctrine of HexibLe rtsponEe" to 
Communist challenges, the vigorous new Kennedy adminisiration that lock over in 1961 
gradually increased the American cole, and stake, in Ihe wai. American uammgand k^sucal 
suppoil was increased. Ihe firsi Amencan helicopter units amved to give the ARV^J air- 
mobOiiy, and die new Special Forces, known as Green Ben^ls, moved out into Ibe coujuj^- 
skfc lo organize diccounlcr-insurgency at diegrasE-roois level. 

Meanwhde, Diem's hold on die towns und was slipping as welL particularly afler 
the govemmenfs pro-Calhdic bias provoLed violent oppc&iuon by Buddhisi mditanis. 
Picture of Buddhist monks setting ihemsdves on Gic to proUsl govemmenl policies shucked 
Americans, who were further embarrassed when Diem's sis^ei-in-law laughingly charac- 
lericed the self-immolations as "barbecues." Eventually even Ehem's generals lumed agjunsl 
him. They made il clear dial they needed only a nod from Washington lo siage a coup. 
Afler much soul -searching, and only when ateolutely convinced thai Diem was incapable 
of reform, Kennedy approved. The coup began on November I h and after arrcsiing Ehem 
ihc plotters assassinaied him. The Americans were dismayed by thisiiun ofeviinu, but their 
attention was soon diverged by President Kcnr>edy'sflSsasviiiation lalcr ihe same month. 

Having overthrown a hated dictator, the generals enjoyed a measure of popularity at 
first Fiinhermore. Amerian mililftTy suppori under Kennedy had begun to make inroads 
against the Viel Cong in die coimirvside. However, die new President, Lyndon Johnson, 
soon faced two of the fundamental obstacles to American &ucces. The hi^l was intemjtl 
conDios within the Saigon government, which often seemed to concern South Vietnamese 
pobtidans and officers more than the Gghi against the rebels. The second was the North 
Vicmamese willingness lo maich each increase of die American efTon widi one of their own. 

In l%4 the Americans stepped up logistical support to die Saigon regime, inuoduced 
dioiEands of American military and civilian technicians, and engaged m provocative naval 
manetiveisolf North Vietnam When North Viemamese patrol boais attacked an Amencan 
deiiroyer in the Gulf of Tonkin, American ain:iaf% began lo bomb uiigels north of the 
Demfliiariied Zone (DMZ). FunherH Prcsideni Johnson used the modem, along with 
a suspected second attack, to get the "Tonkin Resolution" through Congis. This lesclution 
gave him vinually unUmiied powers to conduct a war. Meanwhile, ihc North Viemamesc 
increased the flow of supplies into the South, b^n sending regular uniCs of the North 
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V;einnmese Army fNVA) down the Ho Chi Minh trail through Laos and Cambodia, and 
mourned strong offensive opemtions across; Ibe counlr>', decimating South Vielnamebe 
units and damaging American military insiallationfi Each sides' actions provoked commen- 
suraie reactions by the other side, and the scale of conflict steadily escalated with no end 
insight. 

In early 1965 the United States began Operation Rolling Tliunder, a systemauc 
bombing oampaign against die North. It also introduced the tirsE American combat tioops 
into die South, a brigade of Marines landed at Danang to proiea die big American air base 
there. Despite ma*i^ve damage to nordiem military and economic targets, Ho Chi Minh^ 
govcnimeni showed no signs of wavering Indeed, the Viet Cong and NVA stepped up 
their atlaL:ks until Ihcy were destroving one ARVN battalion per week. 

The Battle of la Drang 

Faced with a rapidly growing American commitment, the NVA b^n preparations Ibr 
an ambitious oBensive in the Central Highlands. They aimed lo cut South Vietnam in 
half and force a setdement before the full weight of America's military might could come 
into play. In mid-summer a lull set in. The North Vietnamese prepan^d feverishly for their 
coming offensive, while the Americans, now commanded by General William 
Westmoreland, worked frantically to create Ihe logistical base for a masftive uifusion of 
American combat umis. 

By rmd-October l%5 the NVA had two full regiments in position and a diird on die 
wav. They were commanded by a tield hont, the eqmvoleni of a division. One regiment 
began a desultory siege of die Special Forces camp at Plei Me, while the second prepared an 
ambush along the road from Pleiku, which any relief force woidd have to follow. Once that 
was destroyed, die invaders could turn back, seize Plei Me. and then move in concert on 
the weakened garrison of Pleiku. It was a classic bait and ambush strategy straight out of 
Ihe French war. 

Unfortunately, the f^n ran into two problems. First, die ARVN commander m Pleiku 
smelted a rat. and refused to divide his meager forces by sending out a column. The Special 
Forces and thcv civilian uregular forces could survive on airdropped supplies, at least 
lemporardy. The second problem was that \hc American First Cavalry Division was arriving 
ondiecoasialQuiNhon, 100 kilomeiers away. 

WARNING: In on^r to maumize die impaci of the game, you are advised to play the Grsi 
variant as die NVA commander before reading further 

The North Vietnames command knew of dus development but they considered the 
distance ico greai for the division to be a fanor in die coming battle. What they didn't 
consider was that the Firs) Cav was a revolutionary military uaiu an "airmobile" division 
dial relied completely on helicopters for transportation. Immediaiely upon landing, it 
bounded to its new base at An Khe, half way lo Plediu. and quickly deployed forward 
elemenis into the batde area. An infantry battahon hdicopienid into Pleiku. which heed up 
chough ARVN troops to form a rehef column. 

Led by armored vehicles, diis force moved up [he road toward Plei Me on October 23. 
In die early e^-ening. U ran inio the NVA ambush. The ARVN hekl their ground untd dark 
m a Genze fire-fight, and die badly mauled NVA regiment slipped away. By morning die 
First Cav had an anillery uml in place lo support the ia.sk force, and helicoptered a baitahon 
uT infantry mtu Pici Mc lu iciiduiu: ihr gdiibni dicic, Tlic cjci^t day the ARVN toak fonx 
airivcd ai dKcamp, and (he KVA began a general wididrawal westwards. 
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Having dramalically sbifUd ifae tide ol battle, Wfstmordand dfiemiined to lake ii on 
Lhc Hood. HeO[i>Tai ibe FimCdv lo pursue (be enemy mio (he wildAoFthe la Dnng \al\ey. 
bnng ton lo batUc, and dcstioy ihcm. Dfspiie (he defmsvc vicior>, Ihe Ameiican 
commaoden knew iuL the iiulovati^'e aimiubile concept was ladng its firs major ifsL The 
la Drang vdley con(dined a formidable ^miOy of remuns: vasi fields d ^older-htgh 
elcphanl grass, savrs of streanu and rivers, dense rainforest and ]ungle» and soarings 500 
meter high mountains. Two Toads skirled (be edgea of (his hcGtile wildemeEs. and ai (he lav 
comer tay Ihe Chu Pong massif, an even more ruggeid upland Ehal was known (o be a 
mijorNVAbase. 

For several days (be division'^ Firiii Brigade groped blindly around die eastern edge of 
Ibe valley, accomplishing little bji giving ihe men their ^ taste of life in (he boondocks 
while sialTofEkeij checked rdercnce points offon Ibcii maps. Then, on November }. an 
American aircav troop spotted suspiaoiLs activity* and landed its rifle platoon to m vcstigale. 
It came under intense fire, and the Americans and NVA raced lo reiaforce the coniaci 
demenis. The American posinon wais precarious, but as nile companies from within a fifteen 
cnOe radius helicc^iUred to (be badle the enemy was bealen badi wilh heavy loses. 

At die end of the battle, ihecavalrymcndisaiveicdadiad NVA officer vji(h& map of 
the ourenl locadoos of enemy units and dteir routes of march. SeiTmg upon ibis windlall, 
airmobile infantry helicoptered mlo blocking posiuons. The NVA ndacked fiercely when 
they bumped into ibese positions but in all cases were repulsed. The survivonlhen left ibeir 
plan ned route of march and slogged wesi'^ards over ttioec difficult (rails. 

Asthe NVA melted westwards, the Cav scouted v»ith little succces as br as the Special 
Fonxs camp at Due Co. lo the nonhwcsi of PIci Me. General Man. die NVA fiekJ frtHit 
commander, bided his time, wailii^ for an opportunity to pounce on an eTi posed American 
unit. Hi.s chance seemed lo brighten when the Cav's 1st Brigade airlifted oui of [be valley, 
which Man mterpreted asa relreaL In fact, the tired i:avalrymen were just being rep^ced by 
the frob 3rd Brigade, which seni a banalion into a landing ?one labelled X-ray B(d>ebasc 
of the Chu Pong mountains. Remnanls of the battered 3^rd Regiment joined with the fi^sh 
bfjih Regiment in a secies of furious assaults Ehal direaiened (o overrun die ouinumbcred 
Amencans. Infantry unils hastened lo their aid. ihoi^h, while aniller>' and airsmltes 
decimated die NVA rank^. Even B-Sls were u£cd agaimi suspected enemy concentrations 
in the monniains, the first lactical employment of Ehe huge iniercontinenial homber^ The 
American position bekL and after two days the battered NVA withdrew once apin in 
defcal. Ai a final blow, the Americans airlified four ballaiions of AHVN troops lo Due Co 
and then helicoptered them into blocking positions along the Laotian border, where diey 
iniercqxed and tunbcr mauled die reucaimg NVA 




DAV;S 

CODE MAMELUKE THRLST 



Guitk to the Game 

As the helicopters of die First Air Cavjilry Division swept ufhcoiui fry from Qui Nhon. 
diey ushered in a new era. noijuj*t m (he Vietnam war. but in war^e iiself. For thoimnds 
of years men have walked or ndden into bailie; now Ihcy flew. 

To gel the bat feel for tbe revolutionary nature of the battle, you ^ould i^ian by plaving 
the NVA in the fir^t variant. Then you can go on loptay die Americans, in ihe same variant 
if you are a novice playern or in the longer, second vanani if you are a veieran anxious for 
a larger challenge. After yni are familiar with both sides of ibe long historical situation, 
you should move on lo the other three vananis Tbc*c allow you to try out different mixtt 
of airmobile infantry, armored cavalry, and jungle-trained light infantry You should pbv 
diese in onder, and do not negiecl in play [he NVA side each as well. By tbe time you 
finish, vou will have a good fed for the fighting in die fir«i few vear?^ of Ehe Amencan fdiase 
of the war. 

VARIANT ONE 
Fir^ Blood 

Introduction 

This vananf fecreflt& the fiisi live days of the Finit Cav's Gr^ campaign. As the game 
begins, Ihe NVA are in the middle of a dasuc guerrilla operation. One regiment conducts 
a loose Siege of Plei Mi^ while die second lie^ in wail to ambush the relief force movmg up 
Ihe road, ft was a lactic (hat had worked over and o^c^agains[ Ihe road-bound French. 

Al fir^l. evervlhing goes according to the North Vietnamese plan. The Speoal Forces 
at Plei Me survive unly by airdropped supply, and even wiih thai they are running low, 
Onlv a Mule past cue, a column of lanks and trucks nioves out from Pleiku. M dusk on 
October 23 they run into (be NVAambasb. An in[en.'5cfirefieblcn.sues,in which Ihe ARVN 
manage to hold on until darkness brings a lull. Dunng the night, the only thing unusual 
IS thesouDd of belicopiers in die distance, 

TTieNVA 

The NVA Objective 

Vour objcchve is lo desiroy the ARVN cask force moving along the road toward 
Plei Me Once diat is done, you should take the fort, preparing Ihe way for a move on 
Pleiku and final victory 

Victory Conditions: You win if you gain 10 Victory Points or more Iban (he US whDe 
main(ammgB favoniblc ca.sualiv ratio ofai Least one US/ ARVN for every four of your own. 
You Win an auiomaiic decisive victory if you tan lake Rei Me, 

NVA Scenario Dala 

Start: 6 pm, October 23, l%5 

Eiid:6pm.OaDber27, 1965 

lidliBl Supply: Ample 

RHupply Rale: Ample 

OfT-map -Supply: Nonhwest and West 

Repbeemeni Rale: 150 men and 2 heavy weapons per unil per week 
Reinforcements None 
Special Rakv None 



S5 



UNIT TYPES: lA DRANG. 1965 
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Bmi 


Gnd 


US 




m 


SP AiIiilcT) ( 1 55Tiim) Baflalkn 


Gnd 


12 mi 


Gnd 


us 




bd 


AeriBi AniUfry Bmico' 


Aone 


62 mi 


Air 


us 




El 


Headquarters 


Gnd 


1 mi 


Gnd 


us 






Tb:Ui:a] figbl^ SquailEDn 


none 


62 mi 


Air 


us 




[™| 


SiTBTEigic Bamber \ B-^I \ Wi ng 


none 


62 mi 


Air 


NVA 


It 


b<J 


[nbnLry Bamlior 


Gnd 


2mi 


Gnd 


NVA 




ra 


Monir CotiipiiiyoT BanaliiHi 


Gnd 


4 mi 


Gnd 


NVA 




L4J 


Anti-AiJL-iah BaluliDn 


Gnd 


4 mi 


Gnd 


NVA 




1*J 




none 


mnie 


Gnd 


NVA 






Hcadquarcen; 


Gnd 


1 mi 


Gnd 


UNIT TYPES: KHE SANH, l%8 

NiUiHui]il\ Icon .Svinbo] TrDDpTvpF 


MobUh^ 


Range 


Supply 


US 

ARVN 






Cavalry BalCalicn 
Aiiborne Bjiitalion 


Heb 
Hell 


1 mi 
1 mi 


Air 
Air 


US 

ARVN 
US/ ARVN 
ARVN 


it 




Manw BdlUliDn 
InEnntr^ Ballalmr 
CIDGBaluLktjn 
RF/PF BaiLiliim 


Gnd 
uno 
Gnd 
Gnd 


Imi 

1 «j 
1 ml 

1 mi 

1 mi 


Air 

A,. 

nir 
Air 
Air 


US 






AiTCflVairy Tn»p 


Air 


1 mi 


Air 


US 




[•I 


Anniery( 105-1 55mm) Bn 


Hell 


Smi 


Air 


us 




"'a 


AniUery 1 1 55[mn} BflEUlion 


Hell 


12 mi 


Alt 


us 






Artillery n 75-203min » Bn 


none 


26 mi 


Ail 


us 






Arnal Ailillrr>' Battciy 


nooe 


62 mi 


Air 


us/ ARVN 




M 


BaHf Camp 


none 


Smi 


Air 


US 






Headquaders 


Gnd 


1 mi 


Gnd 


US 


4* 




Toctol FiglilerSqLiflJEun 


lHJIh." 


62 mi 


Air 


US 




|col 


StiBlL^it aombcr4B'52) Wm^ 


none 


62 mi 


Air 


NVA 


It 




InfinUy BollaliDD 


Gnd 


2rm 


Gnd 


NVA 




1-1 


Tjink Compony 


Gnd 


1 mi 


God 


NVA 






Artillery BamliontTl^mnLeLcl 


Gnd 


4im 


Gnd 


NVA 




L5J 


Anillcry Bailalion 1 1 22- 1 ?2mmr 


Gnd 


10 mi 


Ond 


NVA 




IS 


HradqimilE^n 


Gnd 


1 mi 


Gnd 



TERRAIN FEATURES 

EITecr o n Aiiaclilne: E.IT«r an Eh^fendinB: 



Synabnl 


Trrratai 




Infonlry 


SuppDrl 


Infanlry 


Suppun 


1 


R(ud 


Very FasL 




SimngcE 


Normal 


Nomifll 


JL 

ir 


Crosnjid 


Very Fast 


Weaker 


SlrungLiT 


Niirmal 


Normal 




Gear 


Pas] 


Weaker 


Stronger 


Nomuil 


Normal 




Bridge 


Fen 


Wiater 


Stronger 


Normal 


Narmal 




VilEBge 


Ful 


Wcukcr 


Stronger 


Normal 


Noima] 




Town 


FusL 


Nnrmal 


NiH-mal 


Very Strong 


Slron^ 


n 


Foil 


F«| 


Nttrmai 


Normal 


Vny Suong 


Slronger 


c 


River 


Slo%v 


Normnl 


Weaker 


Stronger 


Weaker 


IP 


Ughr Foresi 


SInw 


NmnaL 


Wnikrr 


Stronger 


Weaker 


% 


Rite Paddy 


Sluw 


Normjil 


Weaker 


Siron^er 


Weaker 


V V 


Planlatmn 


Slow 


Normiil 


Weaker 


Stronger 


Weaker 




Junik" 


VerySlosv 


Nfirmal 


Wi^akm 


Very Slrong 


Weaker 




Swamp 


VnySlow 


Noimal 


Weaker 


Very Sining 


WaiKer 


ft 


Mounuiin 


Very Slow 


Noimal 


Weaker 


Very Strong 


WcBka 




US SdTif iiury 


Fos[ 


Normal 


Nonnal 


Very Strong 


Very Strong 




NVA SanL-[iidry 




Noimal 


Normal 


Very Strong 


Vcij' Silting 



UNIT TYPES: DLEN BIEN PHU, 1954 



NflllonaUl> 




Symbol 


TruopType 


Mobilily 


Rvnge 


Supply 


Frendi 


•ft 




Fortrcsa GAm-iun 


Ond 


1 mi 


Gnd 


French 


it 




InlamryBallalion 


Gnd 


1 mi 


Gnd 


French 


-ft 




MainGornHin 


Gnd 


6mi 


Gnd 


French 






Annor Sqaadron 


Gnd 


1 mi 


Gnd 


French 




a] 


Artillery Batlery 


Gnd 


2mj 


Gnd 


French 






Brigade Hcadqiurtei^ 


Gnd 


1 mi 


Gnd 


French 






Fi^Kler Squadron 


nmr 


62 ml 


Air 


US 




|col 


Bnmher Wing 


none 


2Bmi 


Air 


ViecMmh 
Viei Mmh 




mi 


Infaniry BalLahon 
Infaniiy Rcgimeni 


Gnd 
Gnd 


1 mi 

t an 


Gnd 
Gnd 


Viel Minh 






MoEiiirReginieni 


Gnd 


2mi 


Gnd 


Viei Minh 




[1] 


Amllery Regiment 


Gnd 


tmi 


Gnd 


ViLiMinh 






Division HcudqLianeni 


Gnd 


\ mi 


Gnd 



KEY: 

US= United Slater miliiarv foici^s 

Gnd = ^ound movemem or :>Lippl>' 

Ait = hijh-iipetd air miAemepil. iTiiir tmnsih^rlcd ^upHip 

mi -mile^Jisiam'.nneheiJmflp pi^monl Lsone mile 



